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THE 500 MHZ 

ALPHA 
k. CHIP A 




A PC powered by an Alpha processor is completely in sync with your need for speed. It lets you run 

MICROSOFT 

your Windows NT' software on the world's fastest microprocessor. Alpha PCs run your favorite Windows* WINDOWS NT 

COMPATIBLE 

software as well. And they're available, at competitive prices, from a variety of manufacturers right now. 



So don't waste valuable seconds-call (888) ALPHA-45 today for details. Or see us at www.alphapowered.com. 

©1997 Digital Equipment Corporation. DIGITAL, the Digital logo and AlphaPowered are trademarks of Digital Equipment Corp. Mitsubishi is a registered trademark 
of Mitsubishi Electric Corp. Samsung is a trademark of Samsung Electronics Co. Windows and Windows NT are registered trademarks of Microsoft Corp. 
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Alpha processors are made by these leading technology companies. 
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Wa%/&FSMl:&r ImaKjelWagic" combines all the features of WaveFilter 2.0, 
WaveFilter Depth, WaveFilter Shader and WaveFilter Volume into one magical package. 
The features every LightWave 3D™ artist needs at a price they can afford, f !/»*-*##•#■ - 

IfaveFflter S.O™ - '225°° when sold separately i ^,,,.,,.,, ~l r-J$3§Q~ 

NEW advanced interface allows you to directly control the 

power of WaveFilter, with unmatched flexibility and precision. \ WAV efAlteh 

WaveFilter's color preview can be used to tweak your image 

to perfection. With ScreamerNet support, animated filter 

settings and batch processing capabilities, you can move many 

pre- and post-processing operations directly into LightWave 3D". 1 
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Wen/eFiilzmr Oejrjfrfj - s 125 m when sold separately 
Individually blurs each pixel for a stunning Depfh-Gf-Field 
effect, without complicated calculations or overly long render 
times. A FocalPoint object supports rack focus and track focus. 
Also includes Anaglyphic 3D (Red/Blue) and B/W filter. 
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The WaveFilter 2.0 Interface 



IVaveFf/ter Shatter" - '125'" when sold separately 

Includes a wide variety of plug-ins such as Transparency, Vanish, Ghost, Specularity, Negative, 
Black&White, Color, Absolute Color, Luminosity, Diffusion, Reflection, Refraction, Posterize and Limit. 
Extensive controls for gradient fall-off and turbulence, allowing previously unparalleled surfacing flexibility. 

W&V&Fil'EET' \ZoiumEH - only available as part of WaveFilter ImagcMagic 

WaveFilter Volume allows you to create volumes of fog, clouds, fireballs and adds depth to water. 
Adjustable settings for rendering speed and quality. 



Far MmmgeMmgic call 1-800-PLUGIIVB 
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P L U G - I H S FOR 3 ARTISTS 



SEE OUR WEBSITE FOR SPECIAL OFFERS 

www.wavefilter.coro 

DEMOS . GALLERY . ORDER FORM 

QUESTIONS: (913) 685-2700, FAX: (913) 897-8032 
ORDERS: 1-800-PLUGIN2 or see our ONLINE ORDER FORM 



Unlimited Potential, Inc. and WaveFilter and their logos are trademarks of Unlimited Potential. Inc. Specifications subject to change without notice. 
Lightwave 3D is a trademark of Newtek, Inc. © 1995-1997 Unlimited Potential, Inc., All Rights Reserved. 
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Attack of the Retro Flying Saucer! 
The Five-Minute UFO 40 

by Patrik Beck 



Modeler 5.0 and MetaNURBS 
LightWave Character Building. 

by Chris Seller 
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Foundation Imaging 
and OCS/Frera 

Frame/Pixel Magic: 

Tale of Two 

Cartoons 

by Dick De Jong 
and Molly Dinkins 

Hit 24 



Highlander III LightWave Titles: 
There Can Be Only One 48 

by Thomas Fedoryak 



COLUMNS 




Waves: LightWave 5.5 is Here! 1 6 

by John Gross 

LightWave 101: The UNA Strand Gets Complex 34 

by Scott Wheeler 

Flying High: What's New in Flyer 4.2 

plus Questions, Tips, and Tricks 36 

by Joe Tracy 
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Wave FIX: Sprung Scene Comes Alive: 
Lightwave's Fantasy Dance 

by Tom Williamson 

Mojo: "CGI Sucks "—The Backlash Hits 

by Mojo 

LightWave adds fantasy to 
this scene from the movie 
Sprung. Read about it in the 
DN THE COVER: new Wave F/X column. 

This month's cover was pa ® e 5S 

created by Foundation 

Imaging Animator 

Jeff Scheetz, 

It was created in 

LightWave 3D 5.D an an 

Intel-based Windows 

NT workstation. 
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Fori Owurowa's Puppet Master 
plug-in for LightWave 3D- 

REVIEWS 

MacroForm 2.0 52 

by Dave Thomas 

Puppet Master . ... 53 

by Brian Tatosky 

Fast Frames 54 

byEddakober 

FlyFX 55 

by Bob Ketchum 
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BY JOE TRACY 

Mayes, staff changes , 
and new products.- what 
does it all mean to you? 



Things Are Shahing at NewTek 

I EEL THE RUMBLE! 



When NewTek's CEO, Dwight Parscale, said at NAB that NewTek was 
moving to the next level fast, I thought he was speaking figuratively. He 
wasn't. By the time you read this, the majority of NewTek's staff will 
have moved from Topeka, KS, to San Antonio, TX (see "Short Takes" on page 8). 



The move comes at the same time that 
NewTek is shipping Flyer 4.2, LightWave 3D 5.5, a 
new line of LightWave plug-ins, and Caiibar. 
which recently won the coveted "NAB Editors 
Pick of the Show for Advancement in the Ait & 
Science of Television Broadcast," In addition, 
NewTek recently won the regional Entrepreneur 
of the Year Award (Tim Jenison and Dwight 
Parscale) fot Technology in Kansas The state's 
announcement of the award came at the same 
time NewTek announced it was moving out of 
Kansas! NewTek now moves to the national finals 
in the technology category, representing Kansas 
even though the company will be in Texas. 

To make things more complicated, NewTek has 
lost some key people during this transition, like 
Keith Goodman, who was vice president of sales 
and marketing. Meanwhile, the Topeka Capital- 
Journal newspaper is filled with local opinions on 
whether NewTek's departure is good or bad 

So what does all this mean? It means that until 
the dust setties. we won't be able to clearly see the 
results. One thing is for sure, though, and that is 
that the NewTekniques editorial staff will be busy 
keeping up with all the NewTek developments so 
that you will continue to be thoroughly informed. 

NnTtlEipolM 

A few months ago. 1 was brought on as a major 
planner for NewTek Expo 1997, I was pleasantly 
surprised when I received the request and was 
basically told to "do with the Expo what you did 
for NewTekniques," So I held secret focus groups 
on IRC with LightWave and Toaster/Flyer users 
asking them what it would -take to create the 
most awesome Expo ever We were told, "have a 
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major LightWave and Toaster/Flyer awards 
show," so we put one together. We were told to 
"have a job fair with all the big animation com- 
panies represented," so we arranged one. We 
were also informed that "courses need big-name 
instructors." so we got them. 

All of your ideas and suggestions were not only 
taken seriously, but were also implemented into 
this year's Expo to make it an event that will truly 
be "unlocking the doors to your future." The event 
will take place October 19 through 22 in Universal 
City, CA. Check out www.newtekexpo.com for the 
latest developments. 

Hew WaveFX Column 

1 was overwhelmed by the great response to 
issue Number One of NewTekniques. Advanstar 
Communications is also pleased, and next year, 
NewTekniques will be published at least every 
other month! To help celebrate, we've added a 
new column! LightWave animator Tom 
Williamson from Computer Cafe (who has done 
effects for movies like Sprung) will write 
"WaveFX," a column dedicated to Hollywood film 
effects created in LightWave His first column 
appears in this issue! 

Be sure to drop by my NewTekniques Web 
pages at www.studiovisions.com/newtekniques. 
There's a special contest there that complements 
a tutorial in this issue on the "5-Minute UFO." 
There are also updates to news stories, with 
dozens of pages to explore. And speaking of 
exploring .enjoy this issue! 
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Babylon 5 - courtesy of Foundation 
Imaging. 




Star Trek game - courtesy of IrtterPlay Productions. 



SIGGRAPH '97. Booth 968. Be There. 



The world's most popular Lightwave 3D plug-in, the Lite version is now included 
with Lightwave 3D 5.5. Upgrade for as low as $195.00!* 

Real world physics with object collision detection. Quickly and easily simulate falling rocks, shattering 
glass, or a bouncing ball. If life can do it, so can you. Your animations never looked so real. 

NOW SHIPPING! Project bundling and backup utility, invaluable to users of multiple machines. Like 
the name? So do we. Get it. Use it. But keep your clothes on. 

Twenty-five of some of the coolest Lightwave surfaces you've never seen. From wood to 
marble, brick to an animateable flame, you don't know what you're missing. 

Tired of sliding feet, Gimbal lock, and unparentable Lightwave items? Suffer no more. Use 
what the pros use. And we ain't talkin' Nikes®, either. 






1900-APewaukeeRoad Waukesha, Wl 53188 USA 414.549.2200 Main, 414.549.2225 Fax, 800.944.5520 Sales 

Info and demos available at http://www.dynamic-realities.com 

'51 3500 USD Intel version, $250.00 USD DEC Alpha. Macintosh, Sun, and SGI versions of all Dynamic Reafilies software wilt be available by November 1997 
Lightwave logo used with permission All products mentioned are trademarks of their respective companies- © 199/ Dynamic Realities All nghts reserved 
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NCE TO QUESTION NEWTEK STAFF DIRECTLY 



ewTek 



If you have a question 

you would like to ask 

NewTek, mail it to: 

"Ask NewTek" 

NewTekniques 

1030 W. Hanrard Blwri. 

RosEburg. DR 9747D. 

You can also email 
your questions via 

jtracy@main.rosBnet.iieL 



Q 



1 heard that NewTek is 
■ moving to San Antonio, TX, 
hut that the LighiWave 3D 
development team is moving 
to San Francisco, CA. If this 
is true, why? Wouldn't it be 
better if the whole company 
moved to San Fiancisco? 

NewTek is opening a 
LightWave 3D development 
and training office in San 
Francisco to bring it closer to 
the high technology and mul- 
timedia environment through- 
out the areas in and around 
Silicon Valley. This will give 
NewTek the advantage of 
proximity to its platform ven- 
dors, as well as to the multi- 
media talent and business 
environment of Hollywood 
and surrounding areas. 

Julian Cntchfield. vice presi- 
dent of research and develop- 
ment, recently said: "Because 
many LightWave 3D cus- 
tomers in the Bay area use 
the software to create special 
effects for major motion pic- 
tures, television shows, and 
:'arnihar commercials, we are 
constantly soliciting them for 
feedback and incorporating 
their suggestions into our 
software to make it more 
functional, user- friendly, and 



Q 



productive. Being closer to 
where our users actually cre- 
ate their work will better 
facilitate that interchange 
and dialog process." 

Both the new Texas and 
California offices will include 
training facilities for 
NewTek's dealers and dis- 
tributors. 

What is this new Caiibar 
. product I've heard about? 

Caiibar is a pen-size, battery- 
operated NTSC test signal 
generator designed for both 
studio and field operations, 
and is now shipping in vol- 
ume. The innovative NTSC 
test pattern and black burst 
generator is aimed at broad- 
cast engineers, large and 
small television production 
facilities, video post houses, 
and video enthusiasts of all 
kinds. With its combination of 
low cost and full-featured 
operation, Caiibar is expected 
to revolutionize the practice 
of video signal calibration. 

Calibar can be used to trouble- 
shoot gear in the studio or in 
the field In addition, it can 
be used to calibrate video 
monitors for proper bright- 
ness and color rendition. It 
connects easily to any type 
of video equipment, and it is 
simple to operate. 



a. 



Q. 



Q 



IsNewlbk ever going to 
release the Film Grain plug-in? 

One of our big SIGGRAPH 
announcements is a new 
product line of plug-ins, 
including the much request- 
ed Film Grain plug-in. The 
Film Grain plug-m takes out 
film grain in a scene and 
then adds an overall grain to 
the animated object and the 
background scenery. 

(Editor's Note: See the 
"Short Takes" column on 
page 8 for more information). 

Is it true that you've stopped 
LightWave development on 
the Amiga platform? 

We have no plans for further 
LightWave development on 
Amiga. We are always there 
to support our customers and 
will keep a watchful eye on 
the market to see what devel- 
ops over the coming months. 
If many new things develop 
with Amiga then we will re- 
visit the decision at that time. 

Is it true that you have had 
. meetings with Gateway 2000 
in regards to their acquisition 
of the Amiga? If so, what 
became of those meetings? 

We had some initial discus- 
sions with them, but at this 
point there is no news to 
report. 
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LIGHT-ROM 4, a 2 CO-ROM set for the 
Amiga, Mac, Windows/NT features all 
new Lightwave objects and scene files. 
The bonus CD-ROM is 3,000 Jpeg 
Textures, a $29.95 value. 



"LIGHT-ROM 4, a wonderful collection 
of models." David Hopkins - 3D Artist, 
Issue 27, 1997 
+ shipping 
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LIGHT-ROM GOLD represents the best of 
LIGHT-ROM issues 1, 2, and 3. 

"LIGHT-ROM GOLD is a golden resource. " 
Dan Ablan, author of Lightwave Power Guide, I 
VTU 1/97 

"LIGHT-ROM GOLD - 90% rating. " Amiga 
Format 2/97 
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LIGHT-ROM GOLD, 4 & 5 SPECIAL BUNDLE PRICE OF *99 




LIGHT-ROM 5 is a three CO-ROM set featuring a 
new collection of Lightwave objects & scene files 
for any version of Lightwave on any computer 
platform supported by Lightwave. 

In addition to the new Lightwave collection, there 
are collections of Image maps and Image map 
sequences, 3D Studio objects (200 megs - 
importable into Lightwave), Imagine objects 
(190 megs) and 240 Image Backdrops in 752x 
480 resolution in IFF24 & Targa formats. As 
with all LIGHT-ROM CD-ROMs, these collections 
on LIGHT-ROM 5 include thumbnail renderings 
for easy previewing (except Imagine objects). 



-Rom 5 



Choice of DEM-ROM 
or MULTIMEDIA BACKDROPS 
with any LIGHT-ROM 
purchase. 

Offer expires December 12, 1997. 
See description of free CD-ROMs below. 
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MULTIMEDIA BACKDROPS 



DEM-ROM contains over 1,000 digital elevation 
maps (DEMs) from the USGS. Along with these 
digital elevation maps are thumbnail renderings of 
their topographical maps in Jpeg format for easy 
previewing. DEM-ROM originally appeared on 
LIGHT-ROM 3. 

These digital elevation maps can be used with any 
program that accepts the DEM file format such as 
VistaPro, Scenery Animator or World Construction 
Set to create beautiful still images or fantastic flights 
through your favorite scenery, 

100% royalty free -less than 3 cents per DEM! 




For Toaster Users... 

Multimedia Backdrops contains 100 
backdrops designed for Desktop Video 
and Multimedia work in the IFF24, TARGA 
and TIFF file formats in NTSC (752x480). 
The INDEX directory gives you thumbnail 
renderings of all the backdrops for easy 
previewing. 

100% royalty free - less than 
40 cents per backdrop! 
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ORDERS ONLY 1*800*265*4041 * SALE ENDS DEC. 12, 1997 



VOICE /FAX -502-363-2986 • E-MAIL-michael@iglou.com ♦ DEALERS, CONTACT MICRO-PACE, INC. FOR DISTRIBUTION. 
| Shipping is $4.95 for U.S. & Canada - $6.95 International / C.O.D. $4.50 Extra 



GRAPHIC D ETA I L 



CRAPHIC DETAIL INC. ♦ 4556 SOUTH 3RD ST. ♦ LOUISVILLE, KY 40214 * USA 

WLIGHT-ROM," "DEM-ROM," and "Multimedia Backdrops" are trademarks of Graphic Detail Inc. All other trademarks are the properties of their respective companies 
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HewTek 
Entrepreneurs 
Win Regional 



ewTek's Tim Jenison 
and Dwight Parscale 
were honored in late 
June by being named 
Entrepreneurs of the Year 
in the area of technology 
for the State of Kansas. 

The national program, 
sponsored by the Entre- 
preneur of the Year Insti- 
tute, USA Today, NAS- 
DAQ, and several other 
companies, was founded 
by Ernst & Young to rec- 
ognize entrepreneurs who 
have demonstrated extra- 
ordinary success in their 
field. 

Winning the award 
moves Jenison and 
Parscale to the national 
finals where the overall 
winner will be featured 
in USA Today along with 
other finalists. 
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It's almost unheard of lor an audience, especially one made 
up of press. Id applaud afler Ihe opening credits in a movie. 
Yet it recently happened al the premiere press screening of 
Men In Black in late June, al lite close of Ihe two-and-a-half 
minute LightWave 3D opening segment treated by Ihe anima- 
tion specialists at Autumn Light Entertainment. 

Autumn Eight Entertainment, headed hy Brad Carney, Joe 

Conii, and Scott Helgesen, did the entire segment featuring the 

adventures ol a dragonfly using eight 5Q0MHj DEC Alphas to 

render the Windows HI 

LightWave creation. 

Rendering the com- 
plete sequence at film 
resolution took five 
days. Autumn Light's 
Carlos Yambao did most 
of the modeling, aided 
hy Hick Helgesen. Joe 
Conti, the project man- 
ager, and his brother 
Paol did most of the 
animating, while the 
majority of texturing 
was done by Jesse 
Daves. Carvey and 

Helgesen served as 
The UghtWave-created dragonfly before 
its fatal collision with a windshield. 



advisors, while working on a non-related new hardware/software 
program called MyTv. 

Ihe LightWave sequence opeos when a gnat enjoying the night 
sky is devoured hy a dragenfly with giaot green eyes. As we watch 
aver ils shoulder, the dracnnlly lakes us oo a testing tour ol Ihe 
desert and displays Ihe skills ol an aerobalic barnstormer as it d o d g es 
18 ■.'.heeler death. Just as we ate hrealtiing easy, our winged Houdini 
loops ils final loop ioto the great windshield oi life. LightWave and 
Autumn Light's talented artists set Ihe mood for the rest of the movie 
with this sardonic food chain morality play. 

According to Carvey, Ihe process In create this sequence went 
as follows: 

IAotomo Light received background plates by Open films. Alan 
lilunro ol Open Films, who direcled the opening sequence, con- 
tracted with one company In prnduce the miniature sets, anoth- 
er compaoy. VCE (founded by Peter Kuran alter finishing work as 
animation supervisor lor Industrial Light 8 Magic on George 
Lucas' The [moire Strikes Back ) to do film scanning and 
recording, and Autumn Light Entertainment lor the modeling, 
, and animation in LightWave. 



2 Autumn Light received the film resolution digital images on 
hard drives. Ihey blorred the background images to create 
depth-ol-field, then composited the dragonfly into those 
hames. Ihe entire sequence was rendered ool Id four 3GB 
diives in film resolutioo. Ihe opening seqoeoce look up about 
32G8 ol hard drive space. 



i lighl sent the project to VCE oo the hard diives. which 
I then transferred Ihe images to film. Ban 
ol Men In Black, then reviewed the fill 
ed changes. Ihe process was repeated i 
perfect. 



i Icolage and lequest- 

ntil the sequence was 



"Working with the veteran movie makers at Open Films was an 
incredible experience," Carvey said. "Ihe animation learn at 
Autumn fight has proven ilsell and is already taking on larger film 
projects. As Joe would say, 'This is GREAT!' " This isn'l Aulumn 
Light's lirst use ol LightWave in Ihe film induslry. It also did some 
lightwave seqoences lot last year's Nixon and Ceurage Under 
Fire films. Visit Automo Light atwww.autumnlight.com. 



"LightWave 3D &»* me to 

achieve a highly stylized look to my animations 
with relative ease. The eel shader is simple to use 
yet incredibly powerful It can not be beat!' 

Robert Baldwin 
Dark Orb Digital 

LightWave 3D is well known by industry professionals for its rendering speed ease-of- 
use, multi-platform functionality and image quality, to name a few. But what many 
don't bow is that LightWave 3D's Cel Shader gives users the ability' to create fantastic 
2D images. Think of the power of a 3D program that can generate a photorealistic image and, 
with the click of a button, create an image that looks like it lias been hand drawn, What's more, 
the Cel Shader can paint a three-dimensional object so it looks like a cartoon, and then trace 
around objects and contour lines with variable color and thickness. It even allows you 
to mens conventional 2D imaa.es with 3D animations. And that's just for starters. 

. 1/i 

Just imagine. Two-dimensional characters interacting with a photorealistic 

world. Because the Cel Shader blends perfectly with our highly-acclaimed ray <4 
tracing Tenderer, a cartoon element can be made to reflect in a pool of water, cast Jj£ 
shadows on a textured wall, or even be retracted through a pane of warped glass. 
For real flexibility. LightWave 3D's open architecture allows you to mix and match 
your choice of styles in the same scene - whether it be photoreai, stylized 3D, or 2D cartoon 
Best of all, the Cel Shader comes standard with every copy of LightWave 3D - and that's 
an eye-opening bargain. 





Call today and mention this ad to get a 

free LightWave 3D demo tape. 

L10HTWA¥I |D 

Inc., DEC Alpha. MIPS, Amiga...and now Rawer Mac. 

ewTek 

ORPORATED 
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Windows 85, Windows NT, Silcon Graphics, Inc., DEE Alpha. MIPS, Amiga...and now Power Mac. 
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Come see US at NAB Booth # M6618 Outside the U.S.A. call 1-913-228-8000 • FAX 1-913-228-8099 • WEB PAGE http://www.newtek.coin • ANONYMOUS FTP SITE ftp.new1ek.com. 
All trodemcirks ond registered Irodemorks are ihe sole properly of their respective owners. lightWove 3D is a trademark of Newtek. Ire © Newtek, Inc. 1 997. 
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IightWave 3D continues to take 
Hollywood by storm, now spreading 
into the film industry. With a two- 
and-a-half-minute creation at the 
beginning of Men In Black (Autumn 
Light) and the upcoming Titanic (Digital 
Domain), LightWave and the companies 
and artists that use it are receiving even 
greater recognition. 

Trimark Pictures' The Warrior of Waveriy 
Street, originally scheduled for theatrical 
release in April, has been moved to late 
summer. Computer Cafe, which did 
Lightwave shots for The Warrior of 
Waveriy Street, also were the wizards 
behind some of the Sprung effects (see 
"WaveFX"). In addition, Computer Cafe 
has a hand in Live Entertainment's 
Wishmaster and Disney's Flubber. The 
Web site for Computer Cafe, www.com- 
putercafe.com, was recently enhanced 
to show more of the company's work. 

If you are one of the thousands of peo- 
ple who flocked to see Batman and 
Robin the first weekend it opened, you 
might remember the James Bond trail- 
er for Tomorrow Never Dies. LightWave 
effects in the Bond trailer were supplied 
by Digital Muse. The Fairy Tale theatri- 
cal trailer, by Digital Muse, is also 
LightWave-enhanced. The Fox premiere 
of Roar on July 14 showed some hard- 
to-find LightWave by Digital Muse that 
mostly consisted of things like set 
enhancements. 
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Moves to 














Texas 








Newtek, consolidating ils Topeka. KS, and 








Boulder. CO. operations, is rravio§ to San 








Antonio. W. According to Stew Hermann. 








Newtek's director ol marketing communi- 




If you're a "Xena" and "Hercules" fan, you 




cations, the transition will lake place in 




might know about the new Universal 




stages, teearchaii] Development wili be 




Studios Florida "Wizards of the Screen" 




the first team moved, by mid-July; Sales 




attraction. Digital Muse is responsible for 




and Marketing from Boulder plans an early 




the LightWave effects in this one, too. You 




Angus! transfer: and by Sept. 1, Oper- 




can check out other Digital Muse 




ations. Customer Service, Accoonting, and 




LightWave projects at www.dmuse.com. 




tech Support will be folly operational. 




Foundation Imaging is keeping busy with 




the area between San Antonio and Austin 




several projects. Check out the feature in 




has been dubbed "Silicon Kills" because 
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fied individuals." 






Herrmann said that tech Support should j 
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he seamless because the lopeka tele- 1 
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leies operation overnight and will contin- 1 
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high-end visual effects clients. Iraining 1 
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"Amiga International." 
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publish a technical newsletter that 1 
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shoold debet after the SIGGRAFH con- ] 


"Surf Report" column. 


vention this month. 





Plug In and Turn On! 

New Training Videos for Powerful LightWave Features 




PI 



ug-ln rower 



Explore organic modeling in 
LightWave 3D with Macroform, 
Particle animation with Dynamic 
Realities Particle Storm and Post 
Process Image Effects with 
WaveFilter 
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earner 



Now you can create volumetric 
lighting effects in LightWave 3D! 
Light Beams, Dust, Clouds & 
Varible Density Moving Fog is 
possible with this powerful new 
5.5 feature 
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AAc 
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of 


Ron 


Thornton 


Crea 


ti ve 



Learn award winning techniques for modeling, surfacing, image compositing 
and special effects, Follow aiong using Ron Thornton's actual creations with the 
Digital FX CD Rom, filled with royaly free models, scenes & image sequences 



• Spacecraft Model Design 

• Digital Cinematography 



• Spacecraft Surfacing Techniques 

• Cinematic Visual Effects 

• Digital FX Collection CD Rom 




The LightWave 3D Essentia 




ir% 



Top CGI artist John Gross guides you through the fundamentals of LightWave 3D, 
cut months off your learning curve, From 3D basics to advanced tips and tricks for 
creating stunning 3D animation, This series is a must for every LightWave 3D artist 

• Light Wave Quickstart * Surfacing Techniques 



Mastering Modeler 



Advanced Features 




Sharpen Your Video Toaster, Flyer & LightWave 3D Skills The Easy Way! 



,-3 Pyrotechniques 

Create (ire. smoke & 
explosion effects with 
Lightwave 3D 



Pro Flying Logo 
Techniques 

Broadcast technlqus for 
logo & Text modeling, 
surfacing & animation 





Flyer Essentials 

Step-by-step instruction for 
set-up. digitizing video, 
editing techniques & tinoi 
output 

Flyer Advanced 
Techniques 

Layering video, multi- 
channel audio & high 
resolution digital video 
effects 





Great Toaster 
Graphics 

High end graphics with 
ToosterPaint & Toaster CG 
for W & 4.1 

Video Toaster 
Secrets 

Create graphics & 
effects automatically! 
Customize your Toaster 
for speed & efticency 




Video Toaster 
4000 Series 

Complete Video Toaster & 
Lightwave 3D training, 
Specially priced 8 tape series! 

Video Toaster 2.0 
Essentials Series 

Video Toaster, ToosterPaint, 
ToasterCG & LightWave 3D 
plus advanced CG 8c Point 
techniques. 8 tapes in all 
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30 Day Money Bock Guarantee! 

On-Line Order Catalog 

http://www.desktopimages.com/desktop/ 



24 Hour Order Hot Line! 

1-800-377-1039 
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Desktop Images 

P.O. Box 10908 Burbonk, CA 91505, 818-341-3980 fax 818-841-8023 email - soles@desktopiTiages.com 

odd $4.95 S&H for first tape plus $1.50 each additional tape, CA residents add sales tax. For PAL add S5.00 per tape 



mastering the tools of tomorrow 
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The success of this year's "Unlocking 
The Doors to Your Future" Expo, 
October 19 through 22 at the 
Universal City Hilton in Los Angeles, 
CA, will be attributed directly to NewTek 
product users. The NewTek Expo 1997 
planning team held a number of Internet 
focus groups the past three months to 
determine from users and potential atten- 
dees what it would take to create the 
most awesome NewTek Expo event ever. 
The users spoke and the committee lis- 
tened. This year's plans include: 

• A major event each night of the Expo. 

• High-profile course teachers. 

• An awards ceremony to honor work by 
LightWave 3D, Toaster, and Flyer users. 

• A job fair with high-profile LightWave 
companies represented. 

• A demonstration, stage for exhibitors. 

• A special course for exhibitors to 
introduce brand new products. 

• Reports from the major LightWave 
production companies. 

• A sneak peek of exhibits the evening 
before they officially open. 

• A pane! on how to break into 
Hollywood animation. 

• Special sessions with themes of 
marketing, building demo videos, 
and character animation. 

• Increased networking opportunities. 

• A free demo video station where 
people can show their work to others. 



• A chance to have a Hollywood 
professional review your demo video. 

• A dedicated Web site just on the Expo 
(www.newtekexpo.com). 

"The users spoke and we listened," says 
NewTekniques Editor Joe Tracy, who is a 
major planner of the event. "The only 
way this Expo can be the best ever is if 
we implement the ideas people suggest. 
Two of the biggest ideas were the major 
awards show and the job fair. We got 
them both." 

Some of the high-profile LightWave 
course teachers include Scott Wheeler 
(Area 51), Tom Williamson (Computer 
Cafe), part of the team that created the 
Casper prequel (OCS' Ken Wilder, Susan 
Ishida, and Joe Clasen), and LightWave 
experts Thomas Fedoryak and Patrik 
Beck. NewTek's Brad Peebler, who scored 
high marks for his past courses, also will 
be teaching. 

On the Toaster/Flyer end, course instruc- 
tors include Emmy Award winner 
Michael "Aussie" Holten, Paul Lara, Ryan 
Johnson, and Tracy. 

The most expensive part of the Expo will 
be the major awards show, currently 
scheduled for the Beetlejuice Theater 
inside Universal Studios. The show wiil be 
hosted by Mojo and will include enter- 
tainment acts, awards, and a special 
LightWave achievement presentation 
and award to Ron Thornton. 

For more information on this year's 
NewTek Expo event, check out the Web 
site, or to register call (800) 331-5706. 



ne ol NewTek's main SIGGRAPH 
surprises is the release of a new line 
of plug-ins for LightWave users 
including the much anticipated Film 

Grain! At press time, prices were unavailable. 

NewTek's five plug-in releases are: 

Film Grain: This plug-in will take out film grain 
in a scene and then add an overall grain to the 
animated object and background scenery. 
Similar processes were used in movies Eike 
forest Hump. 

Cyclist: This plug-in allows the speediog up cf 
very complicated multiple part animations. It 
gives you a single control over all the objects. 
An example is making the wheels of a car turn 
when it moves. 

Follower: This plug-in allows for instructions to 
make one item follow another. An example would 
be a complete row of train cars following each 
other. It cuts down on animation time. 

Skytracer: This is an environmental pfug-in 
shader for the creation of cool sunset 
backgrounds. 

Serpent: This plug-in makes fluid and organic 
objects conform to paths like a snake 
slithering down a path. You simply set the path 
and the object will conform toil. 

For more information on the release of these 
plug-ins, checkoulwww.newtek.com and 
www.studiovisions.com/newteknipues. 
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Xi 532PIJ MTower DP (left) is the fastesl AutoCAD 2D & 3D work- 
station tested by CADalyst, June 1997. The Xi 532PI1 NetRAIDer 

(bottom) is the fastest NT Server tested by LanTimes, June 1997. 
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Time is money! 

Do you want the fastest workstation for AutoCAD" and 3D StudioMAX? 

Are you looking for the fastest dual processor RAID NT Server? 

Here at Xi Computer you can get The Fastest Pentium II based systems 

at the best price! 

Call now and start saving: 1-800-432-0486. 

Model: Xi k MTower™ 2D 

Main Application: 2D CAD / NetClient 



Pentium 'MMX 

I Pentium PRO 
Pentium II MMX 

Xi Computer Corp. 
980 Calle Negocio 
San Clemente CA, 
92673 U.SA 
lntl:(714)-498-0858 
Fax:(71 4J-492-6571 
sw 



$1,899 200MHz 51 2KBC 
S 2.099 200MHz 256KBC 
5 2,499 266MHz 512KBC 

- Intel Pentium Processor, SP 
-32MB EDO RAM, 28 Mouse 
-128BH Hercules 4MB MPEG 

- 2.1GB 9ms. Ultra ATA 33MB/S. 
- 17" Opti. Viewsonic ,26dp 1280 

- Xi 8Bays Mid-Tower 225W UL 

- MS "Windows "95, 16xCD-ROM 

Vibrant Soft Engine v4, MS 



Xi MTower™ 3D 

3D CAD / Animation / GIS 
$2,349 200MHz 512KBC 
$2,499 200MHz 256KBC 
$3,099 266MHz 51 2KBC 

- Intel Pentium Proc. dual capable 

- 32MB EDO RAM, 3B Mouse 

- Matrox Millenium II 4MB WRAM 

- 3.2GB 9ms Ultra ATA.Iomega ZIP 
-17" Opti. Viewsonic .26dp 1280 

- Xi 8Bays Mid-Tower 225W UL 
-MSWin.NT4.Q,16xCD-ROM 

Office PRO 



Xi NetRAIDer™ DP 

Network & WEB Server 
$2,949 200MHz 512KBC 
$ 3.099 200MHz 256KBC 
$3,699 266MHz 51 2KBC 

- Intel Pentium Proc. dual capable 

- 32MB ECC parity exp.512k/1GB 

- 2MB Video. Opt. RAID Control. 
-,4.3GB 8ms Ultra WSCSI40MB/S. 
- 14" Mon. Dual 300W Hot Swap. 

- Xi 14Bays Tower w/Secure Lock 
-MS Win. NT4.0,16xCD-ROM 



Vibrant Soft Engine v4, MS Office PRO 97. Monitor Upg: 20/21' Viewsonic $ 749/$l,078 
3D Video Upg: Symmetric Glyder MAX/TX 8/40MB $ 329/S1999. Dynamic Oxygen 102/402 8/40MB $ 419/$2549 
Intense 3D 1000 16MB $ 1899. Multimedia Kit Wave Table 32 Sound Card, Altec Lansing ACS45: 2 Spk + SubWoofer $ 99. 

Xi Certified for AutoCAD 14, 3D Studio, Pro/E & Windows NT. We custom configure from 100+ 
options to match your application and your budget. Business Lease from $ 78/month 



Intel. Pentium and the Intel Inside logo are registered trade marks and MMX are trade marks of Intel Corporation. MS. Windows, and Windows NT. are registered trade mark of 
Microsoft Corporation. Xi and the Xi loco arc registered trade marks & MTower. NTower. NetRAIDer. NetC'lieiii and NelServer are Hade m.ul-. nt Ni Computer Corp.. Prices do not include 
shipping and arc subject to change without notice. For mure details about warranty and service call or write to Xi Computer Corp. Not responsible for typos. Copyright (c) I997 Xi 
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Attention Video Toaster Flyer & Lightwave 3D Users 

Unlocking The Door To 

Your Future 
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NEWTEK EXPO 

October 19 -22, 1997 

Universal City Hilton 

Los Angeles 
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world class creative tools 
and the latest innovations 
in the areas of digital video pro- 
duction, 3D animation and special 
effects. 



The Exhibit Hal will feature over 
40 vendors showcasing the lead- 
ing digital video and 3D anima- 
tion technologies and solutions. 

~ Special networking events 
where you can meet key players, 
developers and other NewTek 
professional users who are just as 

serious about innovative solutions 
as you are. 
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demonstrations and displays will 
allow you to try out the latest 
products and software! 

NoWs the time to make your 
plans to participate at NewTek 
Expo *97 and see what you can 

achieve. 

If you would like to participate as 
an exhibitor or sponsor, call Lara 
Gtddings at 800-854-311 2x656 
or 7 14-5 13-8656 or fax 7 14-5 13- 
8638 for uckili m ml in for m ation. 



www.newfek.com 
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MEWTEK MARKETS 
INCLUDE: 

Broadcast and 
Network 
Video Production 

Special Effects 

3D Graphics and 
Visualization 

Game Development 

Entertainment 
Authoring 

Corporate Industrial, 
Educational & 
Government 
Video 

Event Videography 

Feature Film 

Production 

Web Page Creation 

Print Graphics 
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NewTek 



Advanstar 



Keynote Presentations 

Monday, October 20th - "A Revolution in 
the Making" by Tim Jenison, Founder and 
Chairman of NewTek Inc. 

Tuesday, October 21st - "LightWave 3D's 
Impact on Hollywood" by Ron Thornton. 

Wednesday, October 22nd - "The 
Hollywood Roundup" presented by major 
LightWave 3D companies. 




Don't miss the all new LightWave 3D and Flyer courses: 
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LightWave 3D Courses: 

Mastering LightWave 3D Controls 

LightWave 3rd Party Introductions and Demonstrations 

Creating Graphics for Business Meetings and Trode Shows 

Lighting Tips and Techniques 

Intro To LightWave 3D on Power Macintosh 

LightWave 3D FilmFX 

Compositing and Digital Matte Painting 

Advanced LightWave 3D Secrets 

"The Casper Session" 



Flyer Courses: 

Mastering Flyer Basics and Beyond 

Flyer 3rd Party Introductions and Demonstrations 

Lightening Fast Editing Techniques 

Breaking Into The TV Commercial Business 

Creating Awesome Title/Graphic Pages 

Mastering ARexx Commands 

Creating Flyer TV Shows and Productions 

Beyond the Flyer 





Register Today! 

Call Advanstap 

800-331-5706 



Op 218723-9130 outside m the u.s. 
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A new interface, new 
tools, and new plug-ins 

make this an upgrade to 
consider. 



The new Modeler 
interface flop! ami 
Layout's new look 
(bottom) in 
Lightwave 3D 5.5. 



BY JOHN 
GROSS 



LIGHTWAVE JJ IS HERE! 




he big news in the Lightwave 3D arena is, of course. 
Lightwave 5.5. First shown to the public at NAB in 
April of this year, 5.5 promises to be a new and excit- 
ing update to good of Lightwave. The first thing you'll notice 
is the new look to the interface. Gone is the old "Amiga" 
look and feel. At NAB, 1 heard many people remarking on 
how much better the interface was. I've seen a few reviews 
that comment on the same thing. I have a funny feeling that 
if all that was new about 5.5 was the fact that the interface 
had Windows-like colors, but all the buttons were in the 
exact same place and did the same things, people would 
still say what a vast improvement it was. 



Lucky for us, that is not all that 
is new. Let's take a look at some of 
the more impressive features 



Along with the new colors, which 
by the way are user definable, 
you'll also find non-modal win- 
dows. These are things that 
make you wonder how you ever 
did without them. All of the 
Layout panels and Modeler 
requesters will now stay up and 
you can move them wherever you 
want. Additionally, making 
changes to something in a panel 
will update the object(s) behind. 
For instance, changing a motion 
path in the motion graph of an 



object will change the object's 
motion in the Layout window. 
You're best off if you use a large 
monitor so you can make Layout 
or Modeler small enough to move 
the panels off to the side. 

You'll notice Layout has some 
new buttons for playback. To the 
left are some forward and reverse 
playback buttons that will play 
the scene as fast as possible with- 
out making a preview. This is real- 
ly a handy featute. Add buttons 
for adding and clearing bones/ 
objects/lights, new view move- 
ment/rotation controls, and an 
Undo feature (anybody happy 
about that?) and the main Layout 
interface is nicely rounded out. 
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The new Steamer plug-in included 
with LightWave 5.5 allows for 
volumetric lighting effects. 



Among the other Layout panels, you'll find 
new "tabs" to help separate features. The 
Surfaces panel is tabbed into two 
categories — Basic parameters and Advanced 
Options. In the Objects panel, the tabs separate 
Deformations and Appearance Options, which 
actually can create more mouse clicks as 
Morph controls and Object Dissolve are sepa- 
rated. Switching tabs here can get a bit tedious 
when you have a lot of morphs to set up. 

New to 5.5 Layout is a Render panel that is 
located where the old Render button used to 
reside. There aren't really any new features 
here, but many features have been removed 
from other panels and placed here. All togeth- 
er are the image saving, rendering node, and 
First/Last Frame fields, as well as the Data 
Overlay. There is a checkbox for Automatic 
Frame Advance here and you will get burned 
by forgetting to select it. The good news is that 
you can now default it to be selected by 
default in your config file. 

Modeler's interface shares the same look, but 
one of the greatest features shows you the key- 
board shortcut right on the buttons, and they 
are customizable! You can change shortcuts to 
anything you want and add a shortcut to fea- 
tures that currently don't have one assigned. 
Another nice harkening-back-to-the-Amiga- 
days feature provides buttons in both Layout 
and Modeler to jump you back and forth 
between applications. They also will start the 
chosen application if it is not already running. 
One thing to keep in mind about popping back 
and forth is that you can't minimize either appli- 
cation because neither will maximize when the 
approprtate button is pressed. This is hardly a 
problem, however, and only bears mentioning so 
you'll understand why LightWave or Modeler 
aren't popping up when you think they should- 

Another nice feature to Modeler's new 
interface (especially for beginners) is the fact 
that tool buttons now ghost out when you 
can't use them. For instance, rf you have noth- 
ing in a layer, you can't bevel anything, and 
therefore, the Bevel tool is ghosted. New layer 
buttons and a centralized File pop-up for load- 
ing and saving objects and layers helps com- 
plete the new look to Modeler. 

One final thing added to Layout's interface 
is the ability to perform math functions in 









numeric requesters just like Modeler allows. 
Additionally, Layout now supports different 
measurement units, as does Modeler, 



Modeler has some exciting new tools. The new 
Knife tool lets you slice through objects and 
create new polygons and points. It's exactly 
like creating geometry in a background layer 
and then using the Slice command to create 
new geometry, but much easier. 

DragNet functions much like the Drag tool, 
but instead of dragging single points, it will 
drag points based on an area of influence 
selected with the right mouse button. Points 
directly below the cursor will move with the 
mouse, but points further out will be pulled 
along in a magnetic way. The points at the 
edge of the influence range move a little while 
those in the center move more with the 
mouse. When 1 use this tool it feels very much 
like working with modeling clay. 

Smooth Scale works like Smooth shift, but 
actually scales an object along the surface 
normals. This is a great tool for creating 
objects that need to nest inside others. If 
you've ever tried to scale an object with com- 
pound curves so it fits exactly inside a "shell," 
you 11 really appreciate this too! 

Sepaiate background images for X, Y, and Z 
with adjustable pixel aspects plus a user- 
defined backdrop color help improve 
Modeler's display functions. 

You can now use MetaNURBS modeling 
with triangular or quadrangular polygons. 
All of the Flex tools (Bend, Shear, Taper, and 




Twist) now give visual feedback as to the 
direction of the effect as well as to the 
amount of ease-in/out. Both are interactively 
adjustable, as well. 

As often seems to be the case, Layout 
seems to sport more new features than 
Modeler. Here are some of the new features 
found in Layout for 5.5: 

Surfaces 

Lightwave's OpenGL now supports textures. 
For instance, you can see an image map applied 
to an object's surfaces. Additionally, and some 
would say finally, Lightwave's textures now 
support reference objects! Add a null as a refer- 
ence and you can "lock" a texture to the null. 
Move, rotate, or scale a null (and key frame it) 
and voila; animatable textures! 

The glow effect is applied on a per surface 
basis allowing you to have different glow 
amounts per surface. Additionally, LightWave 
supports a few different alpha channel 
options. A surface can have an alpha channel 
based upon the surface opacity (the default 
option) or a constant, user-defined alpha value 
regardless of how opaque it is. Of course, there 
is the old "Shadow alpha" option, which is 
now called Shadow Density. 

lights 

5.5 introduces two new types of lights — Linear 
and Area. Linear lights are like fluorescent 
tubes. You can change the length of them and 
they send out light like a Tylenol capsule 
shape. Area lights are squares of light that can 
be used to fill a door or window or place over a 
car. Both types of light will ray trace with soft 
shadows. 

(continued on next page) 
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IK is much more robust in 5.5. 
Not only is it faster and more 
accurate, but it also boasts some 
new features. Match Goal 
Orientation allows an object to 
always match the way the goal is 
rotated. This is useful for helping 
to keep feet from pushing 
through floors, for instance. 
Rotational joint stiffness allows 
for more realistic rotations of 
bones/objects. Also, since differ- 
ent ends of joints can have differ- 
ent goals, stiffness values allow 
for the "weighting" of goal influ- 
ences. 



Plug-ins 

Here's one of the big areas where 
you get your bang for the buck! 
LightWave 5 5 includes some real- 
ly nice new plug-ins. Steamer and 
Sky Tracer by Gregory Duquesne 
allow for volumetric lighting (light 
cones), dust, cloud, and atmos- 
pheric effects. Particle Storm Lite 
by Dynamic Realities is a scaled- 
down version of the popular 
Particle Storm plug-in and Morpb 
Gizmo by Dan Milling and Fori 
Owurowa allows for real-time 
feedback of morphing groups. 
Morph Gizmo makes character 
animation and lip-syncing a 



breeze. Deformer by Arnie 
Cachelin allows for animatable 
"Modeler" tools in Layout. For 
instance, you can bend, twist, or 
taper an object over time. 

Well, that's a lot of new stuff 
coveted, but it's not all. Multi- 
threaded tendering, the ability to 
use seconds or SMPTE time code 
instead of frame counts, and the 
ability to "draw" bones all add to 
the list that makes LightWave 5.5 
a must-have. 

How much does it cost? Buying 
LightWave 5.5 new will run you 
SI, 995 for Intel/Alpha/Mac and 
S2.995 for SGI/SUN. Upgrading 
from 5.0 to 5.5 is $495 for 
Intel/ Alpha/Mac and $995 for SGI. 
However, if you paid the full S3.995 



(continued torn page 17) 

price for the SGI 5.0 version, you 
are entitled to a free upgrade to 
5 5. For Intel platforms, LightWave 
5.5 supports both Windows NT and 
Windows 95, but not Windows 3.1 
or earlier. One sad note for Amiga 
and MIPS users, there will be no 
more version of LightWave for 
these platforms after 5.0. 

So, should you get this new 
upgrade? I believe that the new 
plug-ins included with LightWave 
are worth the price of the upgrade 
alone. Now add in all the other 
cool new features and you're 
looking at a damn good deal. 

John Gross is co-owner of Digital Muse 

and can te reached at 

john@drnuse.com 



Tired of seeing this >C ? 
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Seatbelt NOT Included 

Call or check out our web site for more details. It just may save you time and money. 
DCG Computers, Inc. ph: 603-421-1800, fx: 603-421-0911 http://www.dcginc.com 
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When it comes to all-in-one professional 
video editing, it's the hands-down winner. 



The Emmy winning Video Toaster™ from 
NewTek is the desktop video production 
system that puts everything you need for 
professional, broadcast quality video right 
within reach. 

It delivers "must-have" features like 4-input 
video switching, character generation in 100 
Postscript™ fonts and over 300 effects, not to 
mention 2D and 3D graphics tools. But it's 
also packed with extras. Like the ability to 
insert video clips into LightWave 3D anima- 
tions. CD quality audio. The ability to overlay 
animated video transitions across the screen 
in real-time. Easy drag and drop control. And 
the most reasonable price tag in the business 
on a system comparable to those costing 
$50,000 or more. 

But to really make the Video Toaster hum, we 
created the Flyer... the tapeless, nonlinear 



All trademarks and registered trademarks are the sole property of 
their respective owners. © Copyright. NewTek Incorporated. 1997. 



editing powerhouse that revolutionized video 
editing. There are no bulky, multi-machine 
systems. No plodding off-line studio. No 
botched up editing. Nothing but you, the 
Flyer and the fastest means of getting from 
rough to finish without losing a bit of quality. 

Which is why, from prime time broadcast to 
local news programming, corporate films to 
event videography, Video Toaster Flyer is in 
the picture. 

To see why, call: 1-800-TOASTER. Outside the 
U.S., call: 913-228-8000. Or check out our 
web site at: www.newtek.com. 
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H yau heve a LtghlWaue 3Q. 
Video Toastsr, orVidec Toaster 

Flyer lip or technique thai you 

think ofa leader; lull bens- 
lil front, thee send it id 
Nmlekiquis fai 
publication ttnsi'OHJ&t 

II the lip is useful, and wasn't 
already submitted sr planned 
Ionise by a columnist then 
four tip will be publisher] and 
yen will be pjieii credit, along 
.-. ith a S35 check 

Send tips to Tekniques," 

Nwlekniques magazine, 

1038 W. Harvard Slid., 

itaehuro, OH 9747D. 

or email yom technique to 

jtiacy@main.iosenel.net. 
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Panning and Zooming Images 



BY RUBER VETRUBA 



You're doing a production that 
involves a lot of stills. The idea 
of placing static framestores 
one after the other, even with fancy 
transitions, just seems a little stale. 
How do you add motion to those 
stills? Since most of us can't afford 
a S25.000 motion-controlled ros- 
trum stand like the networks use, 
the most common solution has 
been to try pans and zooms by 
hand with a camera. The results 
are, well, hit and miss. Here are 
two software solutions that will 
give results equal to anything the 
networks can do. You'll need 
access to a good color scanner 

First, you might not have real- 
ized this, but you already own a 
motion-controlled digital cam- 
era — in LightWave 3D! The proce- 
dure is simple. Using a good color 
scanner, scan the photos or maps 
you wish to pan at 150dpi or 
300dpi. Remember, your Toaster's 
screen resolution is about 72dpi; 
you'll need to vary the resolution 
of the scan depending on how 
closely you will be zooming into 
the large bitmap. For the highest 
quality results, you don't ever 
want to zoom in closer than a 1:1 
pixel ratio, or the end result will be 
blocky. Now, create a simple plane 
in Modeler (or use Lightwave's 
Reglmage object). 



Reed to fake reflections on a Door 
or simple object? Render frame 
and save it as your destina- 
tion sequence (tipOOO.tga). then 
begin rendering with the {tip} 
sequence as a reflection image. 



Import this plane 
into Layout and 
assign your large 
scan as the surface 
color. Light the 
plane with the sin- 
gle default point 
light source. You 
don't want any 
effects or shadows. 
It is tremendously F '^ re ' 
important to scale 
the plane so that its overall aspect 
ratio is as close to the original 
photo as possible — otherwise 
you'll end up with tall skinny peo- 
ple or fat midgets. Position the 
camera at the starting point of 
your pan or zoom (Figuie 1). 
Because you can't see the bitmap 
directly, you might have to do a 
test tender on the beginning and 
ending frames to make sure they 
are framed properly. Now, set the 
key frames and camera motion 
any way you want. Once the ani- 
mation is set up, hit render, have a 
cup of coffee, and voiJa: the fanci- 
est, smoothest pans and zooms! 

There's another software solu- 
tion to this too, using ImageFX 
2,6. 

See my technique on how to do 
this at Editor Joe Tracy's 
NewTekniques Web site (www.stu- 
diovisions.com/newtekniques) - 



The animation will call on itself, 
one frame previous. The one- 
frame lag won't be noticed unless 
the motion is extremely pro- 
nounced. This could be helped 
with pictures as well. 
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Create a VoidAII Icon by don nelson 



Here are seven steps to make a VoidAII 
icon on the Workbench (I used 
DirOpus to do the copies and rename). 
The Voidall program is in the Newtek/ 
progtams/flyer_support/c/ drawer. Copy 
(not move) an Executable .info file to 
this drawer. I used the genlock.info file 
in newtek/programs/utilities drawer. 
Rename the copy, genlock.info to 
VoidAll.info. 

Copy both the VoidAII and Voidall. info 
files to the newtek/progtams/utiiities 
drawer. It's a drawer you can get to on 
the Workbench. 

Go to the Workbench and open the 
newtek/programs/utilities window. 
Click once on the VoidAII icon to 
select it. 

Click and hold down on the Icons bar 
at the top of the workbench and pull 
down to the leave out option. Release. 
The VoidAII icon is now on the 
Workbench, and will stay there until you 
use the "put away" option. Close all the 
windows and start the Flyer. Use Left 
Amiga + M to toggle back and forth to 
the Workbench < > Flyer screens. Run 
VoidAII by double clicking on its icon. 
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Special Effects and Image 



ImageFX's advanced Toaster support not only allows you to capture and display \ 
frames, and to load and save images in the Framestore file format, it also allows you 
paint directly on the Toaster's composite output. 

Support provided for loading and saving new Flyer clips so you can add special effects, 
transitions, and rotoscoping to your Flyer clips. 

Extensive painting tools and Arexx support allows the power userto create hand painted 
textures, and automatically add special effects to Lightwave rendered scenes. 

Cinematte™ is included with ImageFX to perform digital blue or green screen keys with 
professional, reproducible, results. More than just simple Chroma-keying, you can ac- 
tually maintain precise details such as hair, glass, and smoke, and output finished com- 
posites or individual elements for use in Lightwave! 

CineMorph™, the Amiga's most popular full motion, cinematic quality morphing and 
warping package, is included at no extra charge. 

Advanced Wireless™ program is included to remove wires, support rigs and even film 
scratches from your work. Supports key framing and sequence processing as well. 

Professional support for reading and writing nearly all file formats from a wide range of 
platforms such as Amiga, PC, Macintosh, Sun, SGI and many more. 

Functions and effects that can create fires, swirls, waves, ripples, sparkles, lightning 
bolts, motion blurs, electric arcs, distortions, edge detects, mosaics, lens flares, turn 
your video into paintings and a miliion other possibilities! 

Sophisticated ARexx batch scripts can be run with ImageFX's AutoFX and IMP batch 
processing utilities. Don't know ARexx? Automatic macro recording is built right in to 
write your scripts for you! ImageFX is also compatible with Visual Inspiration's Flyer 
utility, Control Tower, for advanced Flyer interaction. 

With ImageFX on your Amiga or on your Toaster, or Toaster/Flyer system, you can achieve creative heights you never 
thought reachable. You'll be able to create video masterpieces impossible to create on any other platform at any price! That's 
why the magazine Video Toaster User said about ImageFX, "You need this program. Period." 



Video Toaster™ Support 



Flyer™ Support 



Lightwave 3D™ Suppor 



Blue and Green Screenin - 



Morphing and Warping 



Wire Removal 



File Format Conversion 



Image Processing and Effei 



ARexx and Batch Processin 



KM 



Nova Design, Inc., 1910 Byrd Avenue., Suite 204, Richmond, VA 23230 

Dealer Sales: (804) 282-5868 - Fax: (804) 282-3768 - Customer Support: (804) 282-6528 

All registered and unregistered trademarks arc the property of their respective owners. 
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Solving 'No Audio Drive Found' Messages 



Many Flyer users have had dif- 
ficulty with audio split edits, 
getting the error message 
"No Audio Drive Found" when 
playing a project that used the 
Flyer's Auto-Insert Edit function. 
The error occurs even when the 
drives have been allowed to fully 
spin up before starting the Flyer. 
In many of these cases, this can 
be corrected by changing the 
SCSI ID number of the audio drive 
from to a higher number. This 
frequently solves the problems 
some users have with Quantum 



Fireball audio drives as well as a 
few others. 

Changing the SCSI ID of the 
drive is a simple matter of chang- 
ing some jumpers on the drive. If 
you're not comfortable with taking 
your drive out of the system, you 
should get your dealer to help you 
with these steps. You'll need the 
diagram showing which jumpers 
on the drive represent the SCSI ID. 
These will be in the documenta- 
tion that came with the drive, and 
might also be on a label affixed to 
the drive itself You'll also need a 



couple of jumpers. Extra jumpers 
are often included with the drives, 
or your dealer should be able to 
provide you with them. 

Set the ID of the drive to a high- 
• er number. I use 6. and other 
users have had success with 4 
and 5. Make sure that if you 
have any other devices on the 
same SCSI chain (such as a 
tape drive, CD-ROM drive, or 
additional audio drives) that 
you don't select an ID already 
in use Install the drive back 




Interactive Timeline and EDL 

VCR-like edit controls (play, pause, set in/out, trim, 
jog, shuttle) 

Optional hardware 'pod' jog-wheel controller 

Fast audio and video timing sync tools 

Instant Flyer video grabs for CG overlays and 
layering and much more. 

AV8RPro+ adds tape logging 
& automated batch digitizing! 

Full details and screen shot 
http://www.megagem.com 
AVAILABLE NOW! 

$349.95 for AVSRPro software. 

$399.95 for AV8RPro+ software version. 

Jog Controller $250, RS422 Deck Adapter $85, 

LANC Deck Adapter $145 

MegageM Digital Media, 1903 Adria Avenue. Santa Maria CA 93454 
Telephone: 805-349-1104 Fan: 805-922-5003 
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Inicsraied -nnwllne/EDL Edfi GUI Flyer 
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Supports Lighlwr 
and 3D Studio M 
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Visit us at SIGGraph 
Booth #9S8 





Where can you go with WCS? Cool places. 



rate forestry planning to screaming jet 
ences; breaking news to music videos; 
architectural locations to realistic historical simulations 
savvy animators go wherever they want with 
Worid Construction Set V! 



Get the most powerful photorealistic t 
rendering and animation software on 

Go places, cool places, today. 



1! 



Find out more: www.QuestarProductions.com 
Phone: (303) 659-4028 FAX: (303) 659-4068 
Email: WCSINFO@QuestarProductions.com 

4- Questar Productions 
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Stutter Solution 

BYKYLEBUROETTE 



into the system, and start your 

system up 

Don't be alarmed that your 

audio drive doesn't appear on 

the Workbench — one more step 

is needed to complete the 

change. 

From the Workbench, open your 
• system boot drive and go into 
the drawer STORAGE/DOS- 
DRIVERS (if you can't see the 
STORAGE or DEVS drawers on 
your boot drive, make sure you 
have "Show All Files' selected 
in the Workbench pull-down 
menus). Locate the file FCx in 



this drawer, where <x> is the 
new ID number you set the 
audio drive to. For example, if 
you chose SCSI ID 6, the file 
you need is FC6. Drag this file 
into the DEVS/DOSDRIVERS 
directory, also on the boot drive. 

While you're at it, you can drag 
FCO from DEVS/DOSDRIVERS 
to STORAGE/DOSDRIVERS, al- 
though this step isn't necessary. 

Now reboot the system, and 
your audio drive should re-appear, 
and audio split edits should func- 
tion as intended! 



Digital Flyer effects, among other things, can cause your 
video to stutter during cuts and other transitions. There is a 
way to eliminate all video stutter in your project, even if it is 
full of digital "on" and/or "off" transition effects. 

Go to the CG and save a blank screen as a key page. Use this 
"Blank Key" in your project to overlap every cut transition. For 
example, imagine a project made of video clips A through I with 
digital effects after clips A and E. Set the first Blank Key to come 
up three seconds into clip B, and go away about two to thiee 
seconds before clip E ends. This covers the transitions between 
clips B-C, C-D, and D-E, and will eliminate all stuttering. Repeat 
the process after clip F and throughout the entire project for the 
same results. 

You can use this technique for digital effects, slow drives, or 
anything else that causes video to stutter. 











Co-Pilot Audio & Co-Pilot Video 



"Just the kind of tools we need for flying-" 

'Things are so much faster, "Co-Pilot Audio is just what 
I'm going to up my editing I needed to make mixing a 
rates!" breeze. " 



"Co-Pilot Video cut 6 gigs of 
waste from my project! 
That's like having an 
extra hard drive!" 

"I cut 300 stills to a music 
track, then added 300 
transitions with one click. " 



"Aussie's audio ramping 
saved me hours and hours 
of work. " 

"Wow! The time I've saved 
with Co-Pilot... my wife 
thanks Aussie!" 

"A truely satisfied user with a 
couple of great Co-PUots. " 



oz 



ware 



21230 Meadow Lake R<±, Snohomish WA 98290 



(360) 805-0148 

ozware@aol.com www.vionline.com/ozware 
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1 ore than a Half-century ago. two very dif- 
ferent cartootffcharaeters debuted to 

two very disparate audiences. Batman, 
the moody vigilante-, arrived the yeai Hitler 
invaded Austria; and Casper. the iriendlv 
ghost, appeared as America celebrated the 
i-iul of World War II. The two characters have 
survived years at uncountable incarnation 
comic books, movies, books, television, ond 




action figure toys. This yea 
'der and the shy spook m< 
ppearance, this time in two 
features Batman Vs. Mr. Freeze: 
Casper: A Spirited Beginning. 
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s Lightwave 3D 
lent ways. The 
ines tradition- 
al 2D cartooning with 3D anim. 
ion and the Casper picture mixe 
action footage with computet 
generated characters These two 
applications of Lightwave demon- 
strate its vitality and versatility and 
'' its expanding value in the 

SubZero, Foundation Imaging (see 
.Sidebar on page 26) is responsible 
for its dimensional delusions 
Each movie pi 
tors thorny cballeng 
pushed and refined two of 
LightWave's newest featines-Cei 
Shader and Morph Gizmo. 



(miWttitojimi 

Casper: A Spirited Beginning is 
actually a prequel to the 1995 
e Casper. When the Casper 
ire was produced by Steven 
Spielberg, Industrial Light & 
Magic took more than two years 
and 100 animators to create the 
40 minutes of visual effects. OCS 
has produced an equal amount of 
visual effects, including 35 min- 
utes of 3D character animation, 
using 20 dedicated LightWave 
animators and taking a super- 
charged five months. 

The story of the project is a tale 
of moxie. talent, technology, and 
ligation 

Last year, Ray Mclntyre, Jr., 
OCS's vice piesident. heard that 

• producers of the planned 
Casper video were looking for a 
visual effects house Even though 
OCS had not been invited to sub- 



mit a demo reel and had never 
done any character animation 
work, Mclntyre conferred with his 
two animators on staff. Ken Wildet 
and Jim Gorman, and decided to 
pursue the project. Within two 
weeks. Wilder had modeled a 
Caspet and the team had compos- 
ited him over some stock footage 
they had. 

They won the contract and then 
the real work started. The first job 
began with breaking down the 
script shot by shot and suiveying 
exactly what had to be accom- 
plished. The main task initially 
was to model Casper and the rest 
of the ghosts. Wilder is the presi- 
dent of the Los Angeles Video 
Toaster Group and knows the 
community well. He had heard 
that Susan Ishida was at the fore- 
front of modeling in LightWave 
with MetaNURBS. He hired Ishida 
and her partner Joe Clasen. 



Together with Gorman, the four 
of them formed the nucleus of the 
modeling and animation team. 

Because Casper and tire "Ghost- 
ly Trio," Stinkie. Fatso, and Stretch, 
were in the original movie, Ishida 
wanted to stay faithful to the origj- 
nals. But the only information that 
OCS received from ILM were plas- 
ter models of the ghosts that really 
didn't resemble the ghosts in the 
movie. So Ishida and Ciasen rented 
the laserdisc of Casper, went 
through it frame by frame, and 
noticed that Casper was inconsis- 
tently modeled in the film They 
chose shots of the most typical 
Casper, froze them on their Toaster, 
printed them out. and pinned fhem 
up around their house. 

OCS leceived useful models of 

two new ghosts: Kibosh (James 

Ear) Jones), is so evil that he puts 

the scare into neophyte ghosts: 

(conlin ued) 
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Merging the LightWave-generated ghosts with 
the live action was a complex task, especially 
with regards to the transparency of the ghosts. 
All compositing was done in LightWave. 

OCS/FREEZE FRAME/PIXEL 

- ulside OCS's building is s sunny but unremarkable 
ivorid: inside, (tie dusky inlerinr erases eterte and 
' iiystery.liieseHi-ceicealediorsp.'.: 
smoky glass deors and the nliquitous costly equipment tas- 

tribute Is (fee class; and intriguing (eel oi lie erans. 
[oloilii! nteiie pasters accent the icse-cafored walls m Rec- 
all! an impressive company resume of natal effects from 
hdepeodmellif to Mmli b$?u M sheets km 
Ihe haltoays ere like hierorjjypliits mdicafin; ifie hfiefactrvitf 
happeninj inside tbsse dsrisaeu! toons. 

Hn bsper proiecl demonstrates the advenluressme leadership 
at the loluca lake. U offices if Oplical tarsa fcices. fill 
In 1585, Rayatwd tttyie. St, a post-prafecw enjeit. 
began the tradiliofial oplical effects company to seivice the 
neaiby Hollyraod studiss. In 1833. tiaprtd fJclntpe. Jr. 
joined his latter, lea they acquired freeze Irene. thej added 
to their optical equipment and also their name. Kiel Stogie m 
added in 1994 lo reflect Offs shift to digital effects. 

In 199?. Sajf Jr. inaugurated {Us digital effects department 
wtficfl fe teojlit a Quadra SIS. Mis firs* job tafe Sfecias b 
use After Effects to erase corporate airline fops ism Hm 
tow/ so liial i! eeufd play iriCght on corrplitofs planes. 
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and Snivel, who is Kibosh's bum- 
bling assistant (Pauly Shore). Rom all this 
material, Ishida scanned in the best front view 
and side views of each ghost, aligned them in 
Photoshop, and imported the Images into 
Modeler. With them as background images, 
she made a simple 2D version of the front and 
side of the ghost. 

Then she started modeling point by point. A 
seemingly daunting project for us mere mor- 
tals. Ishida did admit to sculpting before. But 
she said, "that with MetaNURBS, you don't 
end up with that many points. And by hitting 
that Tab key every step of the way, you know 
how it's going to look" She said thai the criti- 
cal part of modeling is to think about how 
you'ie going to use the object. "You want just 
enough points so that you have all the control 
you need." {Fori Owurowa. the designer of 
Lightwaves MetaNURBS, doesn't call Ishida 
the "Queen of MetaNURBS" for nothing.) 

Now, if you can imagine, the movie demand- 
ed ghosts with a wide and fluid range of emo- 
tions. Casper is the "friendly ghost," after all. 
That meant Ishida had to model a series of 
morph targets for each ghost. Wilder said the 
typical character had 30 to 60 targets. Casper 
had 20 eyebrow, 30 mouth, and 20 eye targets. 
To animate the emotions and lip-sync the dia- 
logue, OCS required an efficient method to con- 
trol all these morph targets. The company 
found what it needed in two of Owurowa 's 
plug-ins, Puppet Master and Morph Gizmo. (By 
the time you read this, NewTek will have 
released LightWave 5.5, Morph Gizmo, co-writ- 






ten by Dan Milling, is 
one of its highly anticipated new features. 
Puppet Master is a plug-in that can be pur- 
chased separately.) 

As a matter of fact, Mclntyie admitted that it 
would have been impossible to even attempt 
the Casper project without LightWave and 
these iwo plug-m.s 

Back on the set of the movie, Mclntyre, act- 
ing as the digital effects supervisor on the pro- 
ject, was making sure that the live action 
footage would coordinate with the visual 
effects. He and the team also were making cre- 
ative suggestions on how to best realize certain 
scenes. For example, the opening scenes 
explain how Casper became a friendly ghost 
and not a "scaaary" one. In the sequence, new 
ghost Casper is transported in a train to Ghost 
Central Station for ghoul school. Originally, 
shots of a real train (the Hollywood term is a 
"practical") were planned, but Gorman suggest- 
ed creating the whole sequence in LightWave, 
The result is a lively, wraith railroad that pul- 
sates and serpentines its way through the terri- 
fying terrain. A cackling locomotive fashioned 
from an animated skull spews vomit-green 
smoke teeming with hyperactive ghosts. Bony 
armatures propel the wheels; and the disap- 
pearing tracks shed a ghoulish phosphores- 
cence on the creepy countryside. Try doing that 
with a practical. Ghost Central Station is also a 
delightfully eerie testament to the creative col- 
laboiation of the production team. 







For every scene 
that involved 3D 
effects, shot sheets 
were made that 
detailed which ghosts were 
in the shot, their key frames, and a technical 
description, (Stretch flies in, picks up a CG 
stick, and hits Fatso on the head) When the live 
action footage was available, a video still 
would be added onto the sheet The page then 
would be pinned to the hall walls of OCS when 
the animation for the shot went into produc- 
tion. This organization was vital because of the 
sheer magnitude of the project that entailed 
510 shots and over 50,000 frames of animation, 
lb achieve such a mammoth task, Mclntyre, 
drawing on his training as an engineer (and per- 
haps, his experience as a race car driver at 
Daytona), constructed an in-house spreadsheet 
and database that served as an amazingly 
detailed and efficient tracking system. As pro- 
duction ramped up in February, more animatots 
were hired. For maximum use of the facilities 
over a tight timeline, two shifts were scheduled. 
When the artists were not using the 500MHz 
Alpha-based workstations, the machines were 
shepherded back into the render farm barn- 
One of the challenges with the new anima- 
tors was to sync them aesthetically with Ishida 
and the rest of the original animation team. For 
Ishida, it was important that the animatois 
stayed true to the movie. "Animating is like act- 
ing, only you're making your own emotions 
happen on the computer scceen." she said 

To realize the feel and look of the emotions, 
she encouraged the animators to read lines out 
loud to each other and to study themselves in 
the mirror. Though she and Wilder decided if 



the final look was right, Wilder | 
said that by the end of the pio- J 
ject the animators did not needs 
any guidance 
Finally, when the animations were com-' 
piece, the 3D ghosts were lit and textured. 
Tweaking the transparency of the ghosts proved 
to be especially difficult because a majority of 
the movie was shot in daylight. Casper's corpo- 
reality had a tendency to change depending on 
the backgrounds. Once all the elements were 
adjusted, they were composited with the live 
action footage. Even though OCS has high-end 
compositing equipment, all the 3D compositing 
was done in Lightwave. Once the shots were 
completed and approved by the client, they 
were transferred to Dl tape and sent away for 
final editing. At press time, the final frames of 
the 50,000 were being rendered. Look for 
Casper, your friendly LightWave ghost, in video 
stores this fall. 



Batman celebrates his 59th birthday this year 
with the arrival of fraternal twins — Warner Bros, 
live-action blockbuster Batman and Rohm and 
the made-for- video, animated feature Batman 
Vs. Mr. Freeze: SubZero. Unlike the frothy, foamy 
performance by Hollywood's current hunk 
George Clooney, the airborne adventurer of 
SubZero is still the Dark Knight, true to his 
comic book origins. So when SubZew's director 
Boyd Kirkland approached Foundation Imaging 
about working on the new movie, he wasn't 
searching for the spectacular spaceships or the 
exotic creatures for which Foundation is 
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Batman logo 
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Sitting in the Mm ef Magic Moontats wto sslsfcts il lbs pwtaal 
Valencia. K— tfeiaid il traffic anil ripe to fpsin— a a smk- 
scrip! business part. Inside Ihe corner Win;, ft jnrialion irnaging's 
generic cilices surround a large main cwllamng will rem of animators ton- 
cealid in semi-darkness. Upstairs, hills aie paid aid deals aie made under Ik 
bright fighls thai shimir in than collection of fraajs. lul back, a large stu- 
dioMare hguse/uniatiiial histoty tmseura hosls models and ninlattifes ani 
conslruclion eccnlensenl inn Menus prsjecls past and present 

Int In ImrJ he soul el His anjlhisg-aal-orttary company look la lire patting lo! 
na a Friafav allemaen, toiy friiaj nary ine-hera fotnirling falhers tn Hedging 
interns— gathers beneath a long glue teal a la a lellini movie, to beilecue a 
hearty meal and enjoy each ethers company. None ol this scenario seems 
milify British, bid the Iad loutiders are, in lad Iran England, friends since 
I 111. Ren Thornton and Paul Seijle-Sryani each pursued dilereal careen. 
Itornlon gained notoriety as ao acimalor, model laket, and mains control spe- 
cialist in the enteitainmanl indssliy. bugle-Bryant became a computer eipert 
■Miking masli y in the business sector Drey emigrated separately lo Ik IIS: and 
in 1 St?. Ihey loraes" Foundalion Imaging. Their Emmy Award winning work on 
"Babylon 5" eslahlished litem as lightwave legends around Ibe wnrtd 

foundation Imaging has been busy lately dealing LightWave 3D visual effects 
for a number of feature lilms, leleiisian shows, and a fas Vegas allracliao. 
'.Valcr these shows and test your UghlWave spotting skills. 

• "Scorpion 1 6 II", Parartionnl felerisioo's "Star Tret Voyager "—these are 
last season's ciilfbanger and this lall's premiere. 

• "Beelleborgs Melallit", Satan 
Entertainment's children's IK seiies 

• Sit Ink Iks (jjiiiime. 
Ian smart's upcoming atliaclion at 
Die las Vegas lion 

• tort IriSlarPitlufB's release starring 
Jodie Foster 

• Ibe Mil, Universal Pitlu't's Biuce oA^^ ^e/ 
Willis aod Aichaid Eere lerrake of 

Mr**** 

• "5leie.oie«eik.com," Ibe NSC comedy special Sle " e 0dekeri! 
comedy special. 




to 

If you want to check bow you did.Joelracy's HewklmiijiissM pages Irasls- 
dinvisions con'newtekni(,oes] ml have a complete description of ibe effects. 



revered. Kirkland had much subtler intentions. 
He wanted to use computer-generated 3D ani- 
mation to create 2D-looking shots that were 
impossible or too time-consuming with tradi- 
tional eel painting techniques. 

Kirkland, the co-writer and co-producer with 
Randy Rogel, had worked for several years on 
the Emmy Award-winning "Batman" cartoon 
TV series. Tired of the weekly grind and the 
restrictions of Standards and Practices {TV's 
censors), he convinced management to let him 
develop a stylish full-length feature that would 
appeal to kids as well as Batman's young adult 
audience. Kirkland had heard ol Foundation 
Imaging through its work on "Babylon 5" and 
approached Ron Thornton through a mutual 
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(rigtitj by green rase compositing 
an animation of Ifte rood with 



friend, SubZero storyboatd artist Phil Norwood 
Kirkiand chose them because he was 
impressed by theii bid and their enthusiasm. 

Indeed. Kevin Kipper, Foundation Imaging's 
visual effects supervisor on the project, jumped 
at the idea of pushing Lightwave into the 2D 
realm. Of course, Allen Hastings was one of the 
first people he called when the company got 
the job. Hastings already had designed Cel 
Shader. the Lightwave 50 feature that takes a 
3D object and renders it with a flat 2D look, but 
this version did not have the range of options 
necessary for the control that Kippei needed. 

While Hastings tweaked Cel Shader, Kipper 
sat down with Kirkiand and studied the story 
reel of pencil drawings that Kirkiand had cre- 
ated. Kipper said. "We were able to pick shots 
that we knew that Foundation Imaging could 
do or were hard to do m traditional anima- 
tion." For example, a shot of a car racing down 
the street with the camera following it would 
have required that a cel animator redraw the 
background in every single frame because the 
perspective is constantly changing 

Once the shots were earmarked for 
Foundation to create, the first task was to build 
all the objects needed in the scenes. Warnei 
Bros, sent over model sheets and black-and- 
white line drawings of vehicles like Mr. Freeze's 
van and the Batwing. Jeff Scheetz. who mod- 
eled the Batwing. had a devilish time matching 
the different and inconsistent 2D views with 3D 
reality The biggest problem came in modeling 
the cockpit windshield and retractable canopy 
Some 2D versions of the cockpit were so 
cramped that to fit in. Batman would have need- 
ed to stow his cape and cowl in the Bat trunk. 



So Scheetz did what all good animators do, he 
fudged it when it had to match a 2D shot. 

Once the models were finished, they were 
surfaced in white with a black outline, ani- 
mated and rendered against a white back- 
ground. In effect, the result was a black line 
di awing of the objects animated on a white 
background. Foundation Imaging printed the 
scenes out frame by frame on paper and sent 
them to Asia to be used as guides for the char- 
acter animations of those scenes. 

All of the character animation was created 
with traditional cel painting techniques at two 
facilities in Asia. A studio in Japan provided the 
key animations, the extreme poses, and the 
layout. In Korea, animators did the in-between 
artwork, the painting, the clean up, and the 
camera work. In order to later composite the cel 
paintings with the 3D work, the images were 
shot against either a red. blue, or green matte 
background. The eels were photographed and 
the negatives were sent back to Warner Bros. 
Foundation Imaging had the negatives 
scanned and transferred to digital. 

Now the task was to match the LightWave 
models with the 2D. Kirkiand had established a 
look to the film that might best be described as 
a mix of gothic, steel moderne, and film noir. 
Animator Rob Bonchune said that rather than 
using Cel Shader, he resorted to other tech- 
niques, like fooling around with image maps, to 
achieve the look for his underwater submarine 
shots. Jeff Scheetz noticed that the eel-painted 
backgrounds had distinctive highlights along 
the edges. He achieved a similar effect when he 
designed the Batcave by grouping spotlights 
with a large falloff very close to the edges of his 



objects Other animators like Entile Edwin 
Smith tweaked with their models so that the 
Cel Shader gave them just the nght look. 

When the animations were fine-tuned, Ihe 
frames were rendered and sent to Sherry Hitch, 
Foundation Imaging's compositor. Hitch worked 
on the Batman project with a Windows NT beta 
veision of Adobe After Effects. She not only 
composited the Asian eels with the LightWave 
animation, she also added layers of 2D effects. 
Probably the most complicated sequence is the 
one where the polar bears break through the ice 
floe and start swimming underwater. Hitch fig- 
ured that she added 20 to 30 different layers to 
some of the frames including bubbles and water 
distortions. Kirkiand would stop by almost daily 
to discuss and approve the frames. 

Kirkiand admitted that at first, he was wor- 
ried because he had seen combinations of 
2D/3D work that didn't look right. But as he pre- 
pared for the first in-house showing on a large 
screen, he thinks the elements cut together 
wonderfully. "The whole experience with 
Foundation Imaging was great," Kirkiand said. 
"Their 3D work really enriched the production 
value of the film and has definitely set a new 
standard." 

Kirkiand said the release date of Batman and 
Mr. freeze: SubZero is in the hands of Warner 
Bros. Home Video. He thinks it will be released 
after the advertising blitz for the theatrical fea- 
ture has ebbed— sometime in late fall. 

Dick De Jong and Molly Dinkins produce video 

documentaries and animations lot Multimedia 

Associates in Austin, IX. They can be reached at 

mma@eden.com. 
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"LightWave 3D is the 
only software that we 
can depend on for 3D 
creatures. With its 
easy-to-use interface, 

77 , 



on budget, on 
schedule and make 
the creatures move 
and look great." 



Everett Burrell 

3D Supervisor, 
Hercules: The Legend 
Xena: Warrior Princess 
Flat Earth Productions, Inc. 
Emmv award winning Creature Effects Supervisor for Babylon $ 

U 
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3D Animation Power ¥)u 
Can Sinkffour Teeth Into 



From broadcast television and the Internet to feature films and special 
effects. LightWave 3D has features and ease that power-hungry 
animators love. 
But then, what would you expect from one of the most powerful 
animation packages in the industry? Its rendering quality is without 
peer. Its accessibility is the broadest on the market, making it 
a solid choice for everyone from the novice to the most 
accomplished Hollywood pro. -4 

And LightWave 3D's feantre set is enough to take your breath 
away — ray tracing, morion blur, depth of field, variable lens settings, 
and MctaNURBS. tattering is lightning fast with sharp, impeccable 




images time aher time. And its robust plug-in architecture makes it a snap to add 
on a host of other specialized capabilities. 

What's more. LightWave 3D offers full compatibility with practically any 
platform you're likely to use. Add in an intuitive, easy-to-use interface — and 
consequently, extremely short learning curve — and it's not hard to under- 
stand why LightWave 3D is in more 1 lollywood animation suites than 
any other 3D program, 

But if all that isn't enough, check out the price — a fraction of what 
you might pay for other 3D packages. Then draw your own conclusion. 
Call us at 1-800-TOASTER or visit our web site at 
www.newtek.com and see what you're missing. 
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Windows 95, Windows NT, Silicon Graphics, Inc., DEC Alpha, MIPS, Amiga and Power Mac. 

Outside the U.S.A. call 1-913-228-8000 • FAX 1-913-228-8099 • WEB PAGE http://tovmnewtek.com ■ ANONYMOUS FTP SITE flp.newtek.com. 
All trademarks and registered trademarks are iKe sole property ol their respective owners. LightWave 3D is trademark of Newtek. Inc. © Copvnghl Newtek, Inc., 1 997. 
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EDITOR'S NOTE: 

Hewkbiques had the opportunity lo 
interview MiEhael Hoften (known as 

"Aiasiel who is an award-winning 

video producer. Editor, and Ihealrical 

sound designer, working from his 

small (arm outside Seattle, WA. 

Aussie is one of the Flyer's leading 

third-part) developers, releasing I 
editing tools for the Ffyer through his 

software company. DZware. We [ 

thank Aussie for his time in granting 

this interview. 

You can see Aussie in person at 

HewTekEip 1997 where he will he 

teaching FiyBrtewses. j 
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WVAJORS OF THE INDUSTRY— PAST, PRESENT AND FUTURE 



OZware's Michael Holten: 

AUSSIE RULES 



feflfR'rni.v.r: M,,.,.; !;cu/'A- c,l!i von 

Aussie. What is the background 
behind that nickname? 

AjtjkTne name Aussie sticks cause I 
refuse to give up my Australian her- 
itage. I eat vegemite when I can find 
it (a yeast extract... like sucking on a 
beef cube), buy my mates a beer, 
and follow Aussie Rules football. We 
go down under every couple of years 
to visit family and hit the beaches. I 
do not have much of an Australian 
accent left but I can lay it on heavy 
if I get caught jaywalking. 

Things ate simpler in Australia- If you 
require me to call you "Sir" then that 
means that 1 won't drink with you... 
because you think you're better. 

llwTlbnqit!' What is your background 
m sound and video production? 

Ansa: I have a habit of picking up a 
new hobby and sticking at it, till 
eventually someone staits paying 
me and it becomes part of my work. 
Then I search for the next hobby. 



1 have always been involved with 
music. Originally 1 played drums but 
got tired of dragging a drum kit 
around and so switched to bass. I 
became a musical arranger for big 
bands, attempted to survive as a rock 
'n" roll musician, and progressed into 
both electronic music and "musique 
conciele" performances 

I came to Seattle in the mid 70s 
because I was tired of waiting for 
Australia to add color TV After arriv- 
ing in the States 1 started working in 
video but was also attracted to the- 
atrical sound design Here I could 
create magic. Trap an audience in a 
dark room and give me control of the 
sound and I'm in heaven. 

My best soundtrack was "Of Mice 
and Men." Other favorites include 
some Sherlock Holmes mysteries 
and the world premieres of 
"Savages," "llluminatus." "Franken- 
stein" and Stephen Sondheim's 
"Into The Woods." 
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My theater circuit included the Old 
Globe Theatre in San Diego, CA 
wheie the production manager later 
consented to be my wife. She had 
installed an Amiga 1000 with 
Charlie Richmond's Command Cue 
program to run the sound in on the 
main-stage theater Command Cue 
could matrix literally hundreds of 
audio channels in. and create indi- 
vidual mixes for every one of hun- 
dreds of mixer outs. It took ages to 
write sound cues, but you could 
design complex sequences that 
were easily repeatable 

I was soon loaded with a half dozen 
Amiga computers, and each of our 
kids had one at the age of two. 

Nei*Telm.qties When did you start pro- 
gramming? 

Aissit:! stalled progiamniing artificial 
intelligence experiments on a CPM 
computer Next 1 went to an SX-64 
(portable C64) and progtammed it to 
create 26 instant wipes thiough the 
external key on my video switcher. 

Then I added an Amiga 1000 tied to 
my A/B roll editing system, which 
built a timeline Edit Decision List 
and automated all audio levels for 
eight channels of ANY audio mixing 
console I could click anywhere on 
the timeline, set up a split edit, and 
automatically recall the audio mix 
when tape started to roll. I had an 
eight-channel audio tape chasing 
the videotape and became very 
familiar with MIDI and MIDI time- 
code, which I love 

liwlslniques: How did you become 
involved with the Toaster/ Flyer? 

Aussie: I added the Toaster a few days 
after its price was raised by SI, 000 
(good timing on my patt) and fell in 
love with it. As soon as i heard of 
the Flyer I leapt aboard. 

Theie are three reasons why I knew 
the Flyer was nght. First. I have a 
lot confidence in Tim IJenison] and 
the circle of mates that NewTek 
attracts. Second, now that I have a 






On these pages: Aussie with his crew. 

filming in China for the 

"Discover China Today" project 



family I need to be conscious of not 
blowing my profits on the video 
equipment vacuum And thud, the 
Amiga is a delight to piogiam on, 
and I love to fiddle. 

I use every part of my Toaster when 
editing with the Flyer, including turn- 
ing on ChtomaFX when digitizing so 
that I can "rub-in" blue skies when 
needed. For awhile, I was creating a 
one-hour radio show each month on 
the Flyer. So I'm also very aware of 
taking the audio tracks to the max. 

With the way things change in the 
world of video. I am amazed that the 
Toaster (one of the oldest pieces in 
my system) is still the center of it all. 
I just want my Flyer to be complete 
with HDTV and Dolby Surround 
Sound. Then I'll be happy. . and 
probably ready for a new hobby. 

Newrehnrques' How did you become an 
Emmy Award-winning editor? 

Aassis; We were awarded a Seattle 
Aiea Emmy Award for our documen- 
tary named "A Question of Survival." 
This half-hour piece examined the 
medical implications of nuclear war. 
Did you know, for instance, that the 
total funds used by the medical 
community to eradicate smallpox 
were less than three hours of money 
spent in the 1980s arms race' 

We did similar productions on Three 
Mile Island, Trident Submarines, 
WPPSS nuclear fiasco, and veteran's 
lights Back then people could not 
decide if we were too political to be 
aitists, or too artistic to be political. 
Now it's "in " I think we became 



quite good at captunng the emo- 
tion and rhythm of a story and it has 
been enjoyable to use our talents to 
"speak up." 

Nmtekiuques: What have you found to 
be the most profitable production 
with your Flyer system? 

Aussie: 1 rarely measuie profit m money. 
I look fust at who I'm working with 
Next 1 consider whether it will be fun, 
challenging or rewarding, and where 
it will lead to. Generally I am drawn 
toward royalty income. With theater 
sound design, I aim at world prem- 
ieres, because there is more chance 
that my sound tapes will travel with 
the show and have a long life. In 
video production, I practically always 
retain owneiship of the footage. Of 
course sometimes you would make 
more by making the dubs than you 
could with a negotiated percentage. 
But I generally like to have a lot of 
lions m the fire. 

"Discover China Today" was pioba- 
bly our highest dollar per finished 
minute ratio, but our "Childbirth" 
series with Penny Simpkui and our 
Chailes Russell: Artist of the Old 
West," continue to do well. 

Newltl«ii|Le! What inspired you to 
begin writing ARexx scripts and 
third -party products for the Flyer? 

Aitssii: Aftei 14 months of negotiating, 
we had been selected as the first for- 
eign production company contracted 
by the People's Republic of China It 
was fantastic during the shooting, 
but when it came to editing {torn 
over 30 houis of footage, I felt that a 





few tools were needed. Here 1 was 
with a computer waiting for me to 
work out some timecode anthmetic. 
It was lime for the computer to do 
the work. (This was the original OZ 
drawer that we released on the BBS 
ami later included with Flyer 4.1.) 

For the China productron. I had des- 
ignated three days for my sound 
mrx. I changed my mind and instead 
decided to spend those three days 
creating a music mix routine to raise 
and lower my music intelligently. 
Thus Co-Pilot Audio and Co- Pilot 
Video were conceived. 
Most ideas come about through 
necessity. When I realized it would 
take 194 button clicks to make 14 
CG pages into Flyer Stills, 1 fixed it 
so that the computer does the click- 
ing, while I enjoy a beer. When 1 
could tell which shot I had alieady 
used (from over a dozen waterfall 
shots) I wrote a routine to compare 
the project with a folder. When I 
needed to use some old Toaster/GPV 
Fiamestoie tricks, it tinned into Fast 
Flames. I am often shooting with 
multiple cameias, etc.. 

I also enjoy heaiing front users with 
new ideas, special needs, or adapta- 
tions. The hotkey for inserting room 
tone was a great suggestion from the 
BBS. 1 had originally designed the 
Find Unused routine to locate un- 
used shots but I discovered that folks 
were using it to identify files that 
could be deleted, so I modified it to 
provide safety options and levels 

NcwTekaiquts: In the new Flyer 4 2, 
you Ve included a new folder called 
OZ-Notes for free. What is OZ- Notes 
and how do they work? 

Aussie In 4 2 we updated the original 
OZ folder of heebies and added a 
few new things including oui folder 
of OZ-Notes. When I'm editing, I 
dislike writing notes on paper, so 



OZ-Notes is simply a folder of 40 
passive croutons with a text note 
foT an image. These can be placed 
at the relevant place in your pro- 
ject. This way you end up with a 
visual reminder on your project 
screen, instead of a stick-um note 
on your monitor 

After one recent edit. I've also con- 
sidered making an OZ Critic folder 
where I get to bitch at the crew and 
talent Such as "Focus the Camera 
Dummy," "More Light please!" and 
even "She Can't Act..." followed by 
"...But She Can Cook!" 

NewTekaiquei: Wow most people think 
that learning to program is diffi- 
cult. How hard would it be lor a 
person to wnte ARexx programs 
and where would they learn it? 

Aissic 1 have progiammed in many 
languages and most can send an 
ARexx message that tells the 
Toaster or Flyer what to do. Working 
from a manual, though, is hard 
(Note: I have a new respect for good 
manual writers ) 

When 1 taught myself ARexx, I sim- 
ply opened other folks' programs 
and lead through it, occasionally 
looking up a term in the ARexx 
manual. Writing a basic working 
routine is really quite easy. Open 
any word/text processor and start a 
new page and type the following 
The first line of any ARexx must 
start with a comment. 

/ * Anything between these marks 
is a comment 7 

address command "c:VoidAll" 

Save this file as an ASCII or TEXT 
file and place it in your 
NewtekArexx/Editor folder. Double 
click on it to run. You have just 
added a button to your Flyer that 
will run NewTek's VoidAll routine. 

(continued on next page) 
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(Actually the button is just a crouton 
that accesses the file you wrote.) 

It becomes mote tricky to make a 
program safe and friendly for other 
users. If you were to release this 
VordAll routine you should also add 
a warning that appears on the 
screen telling the user what is about 
to happen, and also give the option 
to cancel. On your new 42 disks you 
can look at a final example in the 
Third Party/OZ drawer. 

Just remember, if you dive into 
someone else's ARexx routine and 
make changes, then it is expected 
that you will be courteous and 
remove the original author's name 
from the code — so he/she is not 
blamed ! 

■ : es You seem to be so good 
with ARexx programming in all 
areas. Have you ever given thought 
for woiking with NewTek in building 
their upgrades? 




Aussie and bis hm''lv 
visiting Down Under 



Aussie: Working with NewTek. . . yes. 
Working for anybody. . No. 'cause 
I'm just too independent. 

Partying with? Absolutely. I'd love 
to have a classic musical jam ses- 
sion with some of the great closet 
musicians (who use Toasters) along 
with Tim Jenison on piano Add Jeff 
White (Visual Inspirations) doing his 
magic show and we will call it the 
Third-Party Party. 

There are some fun folks and good 
mates over at NewTek. But I try not 
to bug them too much. One of the 
most powerful assets right now is the 
cameraderie between the third- 



party programmers I'm more likely 
to call one of them than NewTek. 
Both Bill and Ray at ProWave and 
Jeff at Visual Inspirations have not 
only shared code but also helped cre- 
ate code for each other. We all share 
a common goal while working m dif- 
ferent directions. 

.£..!-:> ;c::: seem :: ' SVE I WqUB 

philosophy about everything around 
you including the way you talk to 
your dogs. Can you tell us a little 
about that? 

Aussie: Unique? Do I? Hmmm. . . 
Sounds like fighting words to an 
Australian! 

A few years back Erica (my 
wife/partner) and I decided to move 
to the country so that our children 
would have fences to climb. So 
when folks call for tech support 
they often hear a rooster. (Bet you 
don't get that at Avid.) When I talk 
with NewTek our horses start 
neighing. You look up fiom editing 
and see ducks looking in the win- 
dow watching you. We finally got 
rid of the goats because they only 
left me with one quiet hour a day 
foi narrations. 

I teach the animals to respond to 

terms like 'Thank you" (which 

means "Shut up") and "Excuse 

me" (which means "Get the heck 

out of my way") It's very hard to 

yell "Thank you" and sound 

angry. So with 31 pets, it helps 

keep us all calm. 

We are very involved in our 
children's lives and they in 
ours. In fact it was my nine-year- 
old son. David, who hounded me 
into creating the OZ Pieroll com- 
mand for the Flyer (so he could get 
me involved in a game of Joust). He 
also enjoys kaiale and Cub Scouts, 
of which I am the local Cub Scout 
Leader This has nothing to do with 
being a good model, but mote 
because I'm a clown who wants the 
boys to have fun and be amazed. 
Erica is a leader for our local 4H 
club in which Jennifer, my 13-year- 
old daughter, is an excellent horse 
rider. My family is the best one 
could hope for and always makes 
me proud 



Imlefaiipts Can you let us in on some 
of the new ARexx scripts you're 
working on and approximately when 
they'll hit the market? 

Aussie: Co-Pilot Audio and Co-Pilot 
Video have more than 100 editing 
commands and take care of most of 
my basic needs for the Flyer. Now I 
get to focus on specific production 
styles such as multicamera work, doc- 
umentary editing and live television 

This summer we will update Fast 
Frames to versron 2.0 This lets you 
easily sequence fly-on and fly-off 
titles over video when digitizing as 
well as removing loading time 
delays between Framestores. We 
also will release two new programs 
Aussie's Multicam Editor, whrch 
can synchronize and edit multrple 
camera productions, and Speed 
Zone, which lets you smoothly altei 
the speed and direction of clips and 
adds more than 100 strobing speeds 
to strobe to the beat of the music 

Shortly we will have a new set of 
tools for documentary and talking 
head videos (where you end up cov- 
ering most of yout video clips with 
cutaway visuals), I have used these 
for quite awhile and I'm anxious to 
get them out. I am also examining 
tools for "Toaster only" setups, in- 
corporating MIDI files into seq- 
uencing, and a few other things. I 
heard that many folks would like a 
vrdeo for Co-Pilot. I'll try, but it's 
hard, though, to keep me in front of 
the camera, 

lienltLnigucs What parting "Aussie" 
Flyer tip or technique can you leave 
us with? 

Aussie: When a client asks for some- 
thing extra, please don't say. It's 
easy 1 " Instead, stare at some spot 
on the wall for a count of three and 
then say "We can do that." Then 
send the client away for a bit and 
wrap it up. Never say easy. Clients 
don't like to pay for "easy." 

One thing 1 would like to add is a 
separate mouse and pointer for the 
clients. I would design it so that 
their pointer does nothing but point 
That would stop them from reach- 
ing over and touching either the 
screen or my mouse. 
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250 Calories 
(actual size) 




TWO REFRESHING TREATS FOR HUNGRY TRAVELERS. 



250 MB 
(actual size) 




THE 

Small 

easier to 




THE SHARK 250" MOBILE HARD DRIVE. 
WORLD'S SMALLEST, FASTEST, EASIEST WAY TO TAKE YOUR DATA WHEREVER. 

est. Small enaugh to lit in your shin packei (2911% smaller than other removable media drives). 2.5" 2501 removable HARDiskettes are rugged, smaller and 
i, transport and store. Fastest. Fast enough to run applications, as well as lull motion video and audio (average seek time: less than 12msec}. IraosSers data 
;k access. Easiest. Installs io less than 5 minutes. Unique parallel port set-up (with active pass 
lets /oli drive and printer share one port. Draws power from yoor computer; oo wall outlet or powet 
supply oeeded. Gel the Shark 250 today, aod satisly your travel craviogs without putting on weight. 



Shark 




Contact your local retailer (see below), call 888.GO.AVATAR (888.462.8282) exL 306. or visit us @ www.goavatar.com 
Avatar ^ cdmpjsa pc Mall /vucnHAREHOCEE future shop. 
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Circle #217 
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WHEELER 



More complex 

modeling work on the 

DNA strand created 

in last issue's 
LigiitWave 101. 



Digital-Evolution 

THE DNA STRAND GETS COMPLEX 

Welcome to another exciting Lightwave 101 class. In this installment, we're 
going to delve deeper into the inner workings of Lightwave 3D and Modeler. 
We'll be using the model from last class, so hopefully you still have it kicking 
around. If not, then pick up the last issue of NewTekniques and make it again because 
you can't go on without it! Actually, I have made a spot on my Web page 
(www.uberfx.com) where I will be placing past articles. So if you lose an object or are just 
plain lazy you can get what you need from there. 

cts Begin! 



This does bring up an important 
point. From here on out, we will be 
using what we make in each arti- 
cle to build toward a final project. 
For this year's Lightwave 101 
course, we have this article and 
one more (October) until the end, 
so we'll take what we make now 
and apply it to the finished project 
in the next article. I will also be 
picking up the pace a bit by doing 
a little less basic explanation. 




Figure 1 



Open LightWave and press 
the Modeler button to enter 
Modeler. You need to load in 
the DNA object from the last 
article. Now press |aj to fit the 
object in the views nicely. Your 
Modeler screen should look 
like Figure 1. We need to per- 
form some minor surgery on 
our object to prepare it for use 
in this section so let's make a 
copy of it [c] and switch to the 
second Modeler layer |2] and 
then paste the copy |v). Your 
window should look like 
Figure 1 with the exception 
that we are now on layer 2. 

The scene we will be creat- 
ing requires a few long 
strands of DNA. Therefore, 
we need to make our short 
strand into a long one. To do 
this we are going to use the 
clone tool. Let's start by 
removing the first inner bar 



i. 



of the DNA strand. In the 
TOP VIEW (without zooming 
in) place you cursor on the 
origin (X:0, Z:0) and click 
once with the left mouse but- 
ton. Now you should have a 
series of polys from the first 
inner bar selected. Press [ ] | 
to select all connected poly- 
gons and then [x] to remove 
the offending bar. Your 
screen should look like 
Figure 2. 

We're now ready to clone out 
the DNA for use in our scene. 
It's also time for me to apolo- 
gize to those of you who have 
32MB or less of RAM, since 
this scene is going to have 
about 96,000 polys in it when 
finished! It'll be worth it 
though. Before we clone out 
our DNA, let's make sure we 
know the distance we need to 
offset our clones; [ctil - ql puts 
us in measure mode. On the 
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4. 



TOP VIEW, place the cursor 
back at the origin then click 
and hold down the left mouse 
button. Drag the mouse out to 
the far right side of the last 
inner bar and read the mea- 
surement in the lower left por- 
tion of the Modeler screen. If 
all went well it should read 37 
meters. This is the extent that 
we will move each clone along 
the x-axis. 

We are now ready to lengthen 
• the DNA strand through 
Clone (ctrl - c|. We want to 
make two clones of our object 
so put 2 in the Number of 
Clones input field. We deter- 
mined the offset to be 37 
meters for the x-axis, so enter 
37 in the X Offset input field. 
The final value will add a 
slight rotation on the x-axis to 
line the clones together. Since 
we removed the first inner bar 
and measured to the right 
side of the last inner bar. the 
distance each clone will be 
offset (37m) is the length of 
each strand minus one-third 
the distance between each 
inner bar. Therefore, since the 
angle of each bar is 30 
degrees more than the last 
one. we need to make our 
cloned DNA spin 10 degrees 
per clone. So enter 10 for rota- 
tion on the x-axis. Leave alt 
other numbers alone and 
click OK. After a few seconds 
you should have a long DNA 
strand. Pressing [a] should 
give you Figure 3. 

We need to perform some 
light housekeeping on our 
strand before we move on to 
our next object. During the 
creation of the DNA strand, 
we broke a cardinal rule of 
modeling by not making the 
object lengthwise on the z- 
axis Many of you might have 
noticed that when you 
brought the object into 



Layout, the Pitch and Bank 
moved the object in ways you 
did not expect. This is 
because Bank is based on the 
z-axis. If you have not tried 
rotating the object in Layout, 
save it out now and rotate it 
around a little. 

I To clean up, we need to orient 
• the object correctly along the 
z-axis. In the TOP VIEW, 
place you cursor on the origin 
and press [e]. Each press of 
|e] will rotate your object 90 
degrees counterclockwise 
and it's far faster than using 
the rotation numeric 
requestor. We can center the 
object by selecting the Center 
macro m the Objects Custom 
menu. The final step in ready- 
ing the DNA strand is to 
reduce its size by one-half. 
We do this in the size mode 
[shift - h] and using the 
numeric requestor |n]. Click 
Reset, then enter 50 for the 
Factor and click OK. If you 
press [a] at this point your 
display should look like 
Figure 4. Save the object [ 
shift - s ] in a place where 
you can find it and call it 
"DNA.lwo." Clear out 
Modeler [shift - n[- 

Congratulations! We have fin- 
ished modeling our DNA strand- 
As an incentive to keep you from 
going mad in the next phase of 
our project, I present you with 
Figure 5. the finished project we 
are aiming at. Before we move on 
to Layout, we need to create sev- 
eral other objects that we will be 
using in our animation. 

The first of these objects is a 
dome that we will use to map an 
image or procedural. This will 
give our background some life 
and texture to help set the mood. 

/ Create a ball [ shift - c | and 

w. supply the following values to 

Radii (X: 100m, Y: 100m, Z: 

100m), leave all other values 
(continued on page 38) 
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Figure 3 
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BY JOE 
TfiACY 



NewTek's Flyer 4.2 
delivers fixes, fea- 
tures, and a little 
bit of confusion. 



COMMENTS OR 

SUGGESTIONS 

email: 

jtracy@ 

main.rosenet.net 



TIPS, TECHNIQUES, TUTORIALS 8 SHORTCUTS FOR YOUR VIDEO TOASTER FLYER PROJECTS 



Questions Jips, and Tricks 

WHAT'S NEW IN FLYER 4.2 



elcome to a special expanded edition of Rying High! By the time you 
read this, you should have the Flyer 4.2 upgrade (free to all registered 
users of 4.1). If you don't, then call NewTek customer service at (800) 
847-6111 to track down your copy. 



Flyer 4.] 

NewTek never intended Flyer 4.2 to be a fea- 
ture upgrade. It was always meant to be a 
maintenance upgrade that fixed little things 
here and there. Due to the involvement of 
third-party companies, however, you'll find it 
to have some pretty cool features. 

Foremost on the feature list is MegageM's 
timeline viewer, YBT (figure 1). This is a full 
working version of MegageM's original popu- 
lar timeline viewer that allows you to view 
your project in timeline form. This is a great 
addition to the Flyer, as a timeline has been 
one of the most requested features. Until a full 
working timeline interface, with editing capa- 
bilities, is built or integrated by NewTek. I'm 
sure you'll find YBT or the more advanced 
options from MegageM to be useful. To run 
YBT with the Flyer, use the icon called 
FlyerPlusYBT found in the NewTek drawer 
where your NewTek files are stored. 

Another great addition to Flyer 4.2 is some- 
thing very simple, but useful. OZware has 
included a folder in its ARexx directory called 
OZ-Notes. Open up the folder and you'll find a 
bunch of color-coordinated croutons with 
messages on them like Bad Audio, Replace 
Music, End Music, Set Audio Narration, and 
dozens of others. You can put these in your 




Figure 1 
project as reminders. Check out this issue's 
"TekMasteis" column for more information on 
this addition 

Visual Inspirations and ProWave also jumped 
on board with a series of ARexx scripts to make 
your job easier and more productive as an edi- 
tor. You should have a VI and ProWave folder in 
your ARexx directory that contain these scripts. 
From joining video and audio clips to grabbing 
Input 1 and having it automatically processed 
and saved as a Flyer still, you'll quickly appre- 
ciate all the goodies they've included. 

Finally, look for a demo version of ImageFX 
2.6 found in your NewTek drawer. 

Kudos to NewTek for involving these com- 
panies and for providing hundreds of fixes and 
small enhancements. You should now also 
find fewer and more defined error messages. 
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The biggest enhancement is that 
ChromaFX now works in projects! 
Here are a few of the more popu- 
lar changes and fixes: 

IData integrity was improved 
• with seek routines, which 
results in a better success 
rate when you reorganize 
your drives. 

IKey pages now inherit 
• properties. 

}The audio control panel has 
• been rearranged to be more 
consistent with the video 
control panel. 

4 Easy Anims in LightWave 3D 
• now loop. 

IThe file transfer rate between 
t the Amiga and Flyer has 
been enhanced so that 
certain third-party products 
will work faster (like ProMix). 

/ Large audio drives won't 
V. periodically disappear now! 

I Video recordings larger than 
* 4GB will no longer corrupt 
the clip data. 

J The ToasterPaint Flood 
• command now works 
correctly 



Install Problems 



While the upgrade is a strong 
addition, I found the installation 
and directions for installation to 
be confusing for the average user. 
For example, if you were told to 
"make sure 4.1d2ca is installed 
prior to installing 4.2" would you 
know what to do or what in the 
world 4.1d2ca was? What ever 
happened to the good old days 
where you pop in the install disk 
and CD, double click on install, 
and everything else is automatic? 
Now to clear up the confusion 
(or add to it). 4. Id2ca was the final 
release of 4. ID and had the ability 
to identify the chipset of a Flyer 
using a serial number check rou- 
tine. This was needed because 



NewTek had to change chipsets 
on newer Flyer boards because of 
the discontinuation of another 
chipset it was using. The Flyer 
software had to be altered to 
match the chipset being used. 
Use the wrong software and your 
Flyer card will be damaged and 
need to go in for repair! Both soft- 
ware routines are on the 4.2 CD, 
but your serial number has to be 
identified first so that the Flyer 
knows which one to install. Users 
of 4.1d2ca had the serial number 
properly installed or were assisted 
in doing so. 

So why wasn't a check routine 
built into the 4.2 install? How 
hard would it be to have the 
install check to see if your serial 
number is properly stored in EEP- 
ROM on the Flyer card? If it is, 
then it checks it and moves on 
with the proper installation. If it 
isn't, then a technical support 
number pops up on the screen so 
that you can be assisted in the 
process. 

After sending out 300 up- 
grades, NewTek held up on send- 
ing out the rest so that it could 
work on better documentation to 
eliminate the confusion. If you 
are one of the latter bunch to 
receive the upgrade, then consid- 
er yourself lucky! 



TIPS 
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i Eliminated 

While working on a large Flyer 
project, you might notice that 
selecting a video drive causes 
your computer to crash. Chances 
are that one of your video drives 
contains more than 185 clips, 
exceeding the Flyer's limit. To fix 
this problem, simply move some 
of the clips to another drive or cre- 
ate a folder and move enough 
clips into it to get below 185. To 
create the folder, hit the New 



Folder button at the bottom right 
corner of the screen while the 
video drive is highlighted. 



When working on a long Flyer 
project, you might not like the pro- 
cessing wait when wanting to 
view just a small portion of your 
entire project. The cure is to effec- 
tively use the Play From button, 
on the main middle toolbar, and 
the Stop icon located in the 
Control folder in the Effects panel. 
Let's say that you have a project 
with 150 clips, but you want to 
view clips 10 to 20. Move the Stop 
icon just past clip 20 and high- 
light clip 10 and press the Play 
From button. The processing 
speed will be much faster 
because it is not processing any- 
thing before clip 10 or after clip 
20, thus saving you a lot of time. 

MEGA UPS f ROM THE 
HWMS1MMM 

Find Project (lip Immediately 

You'll notice that when doing long 
projects, if you change the file 
view, the project screen doesn't 
remember which clip was high- 
lighted, so you have to search for 
it, Not anymore! 

Highlight a clip and look at the 
top left of your screen. Your clip 
name is displayed. Look to the left 
of the name and you'll see a num- 
ber. Your first icon is clip 1.1, 
which means that it is in Row 1 
and is the first clip (Clip 1). 
Highlight your second clip and it 
says 1.2. This means that it is in 
Row 1 and is Clip 2. If you go to 
your second tow, the numbers 
start with 2.1, and so on. These 
numbers identify the exact loca- 
tion of your clip so that you can 
easily find the clip you want with 
your keypad. 

(continued on page 38) 
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(continued 
from page 35) 



Figure 5 



alone. Click OK and then 
Make (or Enter). Press |a| to 
show the whole ball. 

To make a dome we need to 
remove the bottom half of the 
ball. 

I In Polygons Mode, go to the 
. FACE VIEW and set you 
cursor at (X: -120m, Y: 15m). 
Make a mental note where 
that position is on the left 






side of the ball and click and 
hold the right mouse button. 
Still holding the right mouse 
button, make a loop under 
the ball and up to the right 
side in roughly the mirrored 
position that you started at on 
the left side. If you did not go 
inside the ball at any point in 
your journey to the right side, 
when you release the mouse 
you should have a display that 



looks like Figure 6. Press [x] to 
cut the selected polygons. 
Since we are going to be inside 
the dome, let's flip the poly- 
gons |f] so they point inside. 
Name the dome surfaces [q] 
"dome" and turn smoothing 
on. Save this object [shift-s] as 
"Dome.lwo" in the same area 
you put the DNA and clear out 
Modeler [shift - a]. 

Creating particle clutter will 
finish off the object creation 
phase. To make the clutter, we are 
going to use two macros. In the 
Objects Custom menu we will use 
Primitives to make a random 
point distribution and in Tools 
Custom we will use Points2Polys. 
We will create three different par- 
ticle size objects to add diversity 
to the scene as well as aid in 
depth queuing. 



J Open the Objects Custom 
* menu and drag down to the 
Primitives macro. Select 
Random Points and click OK. 
Enter 500 as the number of 
points, select Sphere and 
Falloff, then click OK, To make 
the particles fit in our scene 
we need to scale [shift - h| 
them up a bit. Press [shift - n] 
to bring up the numeric 
requestor and enter 9,999 for 
the scaling factor. Size the 
view to show the whole object 
[a| and place the cursor at the 
origin in the left view and 
rotate the object counterclock- 
wise [e]. The distribution 
should be aligned vertically 
and look something like Figuie 
7. Since this is a random distri- 
bution it will not look exactly 
like Figure 7, but close. 
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(continued from page 37) 




Figure 2: Changing "Lock 
to" to "Prog Time" is the 
secret of being able to play 
audio clips without a video 
crouton having to be pre- 
sent. 



So if I highlighted clip 5 on 
Row 10, the number would be 
10,5, Now I can go anywhere 1 
want and return to that clip by 
hitting the "1", "0", *'.". "5' (10.5) 
on the keypad and it will immedi- 
ately go to that clip! In rows 1 
through 9 you don't even have to 
hit the period key! All you have to 
do to go to Row 9. Clip 4 is to hit 
"9", "4" 



Did you know that you can record 
a clip and bypass the Cut Clips 
panel and Process message all 
together? Start recording your 
clip. When you come to the point 
you want to stop, instead of hitting 
the Stop button, hit the Enter key 
on your keypad. The clip will auto- 
matically stop and be processed to 
your drive! Immediately go to your 
drive, find the clip called "Last 
Clip Made.. .Uncut" and change 
the name by highlighting it, 
pressing Controls, and inserting a 
new name! 



QUESTIONS 



II 



Your colunw and book are 
great, however I can't find any 
information on how to join pro- 
jects together. Is it possible 7 

Yes, it is possible! In the Views 
i mode on your middle tool bar, 
you'll notice an option that 
says Project/Project, This is the 
command you use to append 
one project to another. Before 
selecting this, first load the 
main project that you want to 
add to. Now select Project/ 
Project. You will be prompted 
to load another project. 
Double-click on the project you 
are going to add and it will 
load into the bottom screen. 
Now you can drag up the 
icons you want (or the entire 
project) to add to your main 
project in the upper window. 
Another gieat use of this com- 
mand is for backing up files. If 
you have a bunch of small 
projects, you can back them 



0: 



A: 



fl 



up onto one tape by append- 
ing one project after another 
into the main screen, then 
giving it a new name. Move 
your project icons between 
each project so that it will be 
backed up, too. 

Is there a keystroke I can use 
to get rid of an entire line? For 
example, whenever I go to cut 
a clip I just recorded, I always 
have to erase "Nev/clip.01 " 
which takes hitting the back- 
space key 10 times. Is there 
an easier way? 

Hold down the Right-Amiga 
and "x" key and the whole line 
will be erased! Shift plus Delete 
will do the same thing. 

/ use my Flyer to create TV 
commercials and it works 
great. I'd like to also use it to 
create radio commercials, but 
having to put each audio clip 
after a blank video clip and 
matching the times is unac- 
ceptable. Do you know if 
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We can now make the points 
into polygons. Open the Tools 
Custom menu and drag down 
to the Points2Polys macro and 
release. You should now have 
500 polygons in your layer. 
You can verify this by activat- 
ing Polygons mode [ctrl - h] 
and getting statistics [w|. 
Assign these surfaces the 
name "Large Particles" in the 
change surface panel [q|, and 
save [shift - s] the object as 
"Particles_Large.lwo." 

Two more densities of clutter will 
put us in good shape These clus- 
ters will be of increasing density. 

Repeat the steps we just went 
through and create a clutter 
object with 750 polygons. 
Name the surfaces "Medium 
Particles" and save the object 



as "Medium_Particles.lwo." 
The final clutter object should 
have 1,000 polygons with a 
surface name of "Small 
Particles." Name it 

"3mall_Particles.lwo." 

During our next class session, 
we will move over to Layout to start 
surfacing our objects and lay the 
foundation for the final animation 
phase. For the adventurous, 1 invite 
you to examine Figure 5 and work 
on using the elements we have cre- 
ated to build the scene in advance! 

My email box has changed to 
Uberscott@uberfx.com. I look for- 
ward to hearing from you and get- 
ting suggestions on how this col- 
umn can better meet your needs. I 
also look forward to meeting you 
at NewTek Expo 1997 where I'll 
be teaching a class or two. 
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Figure 7 



NewTek plans on allowing you 
to play just audio clips for 
those oi us who own advertis- 
ing agencies and need it tor 
radio commercials too? 

A You can do it now! Follow 
• these steps (outlined in the 
Flyer Mastery Guide:) 

You can create awesome 
audio projects with audio-only 
clips. This is great for those 
doing radio commercials or 
authoring music CD-ROMs 
with the Flyer. To accomplish 
this, do the following: 

Step I: Move the first audio clip 
that will play to your program 
screen. 

Step 2. Highlight the audio clip 
and select Controls. 

Step 3: Next to Lock To. change 
it to Prog Time (Figure 2). 

Step 4: Move your second audio 
clip into the Project window. 
Change the Lock To also to 
Prog Time. 



Step 5: Set the Start Delay of 
your second audio clip to 
come in where you want it to. 

Step 6: Now play the project 
back and it will play the 
audio-only clips according to 
your specifications! 

What are the two extra inputs 
i on my Flyer card for? 

A Figure 3 shows the back of the 
.Flyer card. The two at the 
right (Video In and Y/C In) are 
for use with the rumored Flyer 
TBC card that NewTek is 
allegedly working on. NewTek 
will neither confirm nor deny 
that it is working on a TBC 
because of its policy of not 
introducing a product until it 
is almost ready for shipping. 

J just installed Flyer 42 and 
now when I try to render a 
scene in LightWave, nothing 
shows on my program monitor. 

J Enter LightWave. Open the 
H. Record panel by pressing 



Record in Lightwave's top 
panel. You'll see the first 
option in this panel is Render 
Display. It most likely says 
"none." To change it. put your 
cursor over the scroll down 
box and hold down the left 
mouse button. You will see 
four options appear. Highlight 
Video Toaster (figure 4) and 
let go, Now you will see the 
image on your monitor when 
you render it! 

In the next column, I'll try to 
expand upon the basketball tutor- 
ial we did last time and I'll also 
show you how to make a clone of 
yourself in the same video clip. 
Until then, may all your flights be 
safe and fun! 

Joe Tracy's Flyer Mastery Guide can be 
purchased for $63. 95 by calling Studio 
Visions at (300) 672-1 880. For informa- 
tion, visitwww.studiovisions.com, or 
email Tracy atjtracv@main.rosenet.net 




Figure 3: Diagram ot the Flyer 1/0. 
The Video In and Y/C In connectors 
have not yet been enabled and are 
apparently planned for use with a 
rumored TBC daughter card. 




Figure 4: Video Toaster must 
be selected in order for you 
to see your rendered images. 
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-STEP GUIDE TO CREATING MORE PROFESSIONAL PRODUCTIONS 



BY PATRSK BECK 



usable object can 

be created quickly 

using simple 

geometry and 

basic Boolean 

operations. 



Attach of the Retro Flying Saucer! 

THE FIVE-MINUTE UFO 



Sometimes it is fun to see how fast you can whip out a good-looking usable 
object. One morning I got it into my head that 1 needed a really cool retro UFO. 
I needed something that looked like it came from Attack of the Flying Saucer 
as colorized by Ed Wood. I thought that it would be fascinating to see how quickly such 
a UFO could be created from simple geometry and basic Boolean operations, but my wife 
just thinks that I need to get out more. 

Building With a Ball 

4 Enter Modeler. All the 




Figure 1 



numerical values that I state 
for the construc- 
tion are figures 1 
plucked out of the 
air and are not 
critical, but if you 
use these values 
you will come out 
with an object 
exactly the same 
as the one pic- 
tured. 

Select Ball in the Object 
menu and then Numeric to 
enter the values for a sphere 
four meters tall and 10 
meters wide and thick. The 
values are: 
Sides = 50 
Segments = 20 
Center X = 0. Y = 0, Z = 
Radii X = 5m. Y = 2m. 
Z = 5m 

Click OK and then hit Return 
to create the ball object. It will 



be roughly the shape of a 
plain M&M (see Figure 1). If it 
seems too big. go to the Dis- 
play menu and select Fit All. 



4. 



5. 



Select Copy at the bottom of 
the screen to copy the ball 
object. At the top of your 
screen select one of your 
unused layers in the first col- 
umn and select Paste to put 
it there for later use. Nov; go 
back to the original layer. 

Go to the Polygon menu and 
select Surface. Type "Rim" 
and click Apply. You have 
named the polygons in your 
object "Rim." Remember that 
when no polygons are select- 
ed then all polygons are 
selected when assigning a 
surface name. 



Slice and Dice 

/ At the top of the screen 
". select an unused layer (one 
in the first row without a dot 
in it). Select the first box in 



I. 



8. 



I 



the second row to put the 
Rim object in the background 
(the Rim should be colored 
black symbolizing it is in the 
background). We will now 
use the Boolean command 
Subtract to get rid of the bot- 
tom half of our UFO. 

In the Objects menu select 
Box. Move the cursor to the 
Top view and draw a box 
around the Rim object. Now 
move your cursor to the Face 
view and click once below 
the object on the tight side 
(see Figure 2), 

Hit Return to cteale the box. 
Go to the Polygon menu and 
select Surface. Type "Bottom" 
and Click Apply. 

Click on the box in the top 
layer that contains your origi- 
nal Rim object. Now click on 
the box in the second layer 
directly under the box that 
contains your Bottom object. 
You have reversed the screens 
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After building the UFO. you can assign it surfaces to give it the look and style you desire. 



figure 2 



\l 



w. 



so that the Rim object is m the foreground 
and the box object is in the background. 

Go to the Tools menu and select 
. Boolean. Click Subtract if it isn't already 
highlighted and click OK. You should 
now have an object that looks like half a 
yo-yo (see Figure 3). 

Hit the M button on your keyboard. Click 
Automatic and hit OK. By doing this, you 
merged the points that sometimes get 
left over when Boolean functions are 
used. 

Select the layer in the top column that 
contains the Ball object we copied in 
Step 4_ Go to the Polygon menu and 
select Surface. Type "Cockpit" and click 
Apply. 

Go to the Modify menu and select Size. 
Click Numeric and enter "0.5" in the 
Factor box. Click OK. You've reduced the 
object size by half. Select Move then click 
Num-etic. Change the Y axis to "2m." 
Click OK. 



14. 



Click on the box in the top layer that con- 
tains the UFO object (formerly your origi- 
nal Rim object). Now click on the box in 
the second layer directly under the box 
that contains your Cockpit object. Go to 
the Tools menu and Select Boolean. Make 
sure that Subtract is highlighted and Click 
OK. This operation takes a few more sec- 
onds than last time due to the curved sur- 
faces. Hit the M button on your keyboard. 
Click Automatic and hit OK (see Figure 4). 



15. 



16. 

II. 

18. 
19 



Now we'll create a sphere in the center. 
Select an unused layer in the top layer 
column. From the Objects menu select 
Ball and then Numeric. Enter the follow- 
ing values (see Figure 5): 
Sides = 30 
Segments = 10 
Center X = 0, Y = 0, Z = 
Radii X = 1.5m, Y = 1.5m, Z = 1.5m 

Click OK and then hit Return to create 
the sphere. 

In the Modify menu select Move and 
then Numeric. Change the Y axis to 
"1.5m." Click OK. 

Go to the Polygon menu and select 
Surface. Type "dome" and click Apply. 

At the bottom of the screen select Copy. 
•Select the box in the top layer containing 
your main UFO and at the bottom of the 
screen select Paste. The UFO is starting 
to look pretty good (see Figure 6)! 



Hiw Mint Some Wiodws! 



20. 



11. 



We're back to making balls again! Select 
an unused layer (top row). In the Object 
menu, select Ball. We will create a ball 
with a 0.5-meter diameter. Select 
Numeric and change all the values in 
Radii to read "0.5m." Click OK then hit ■ 
Return. From the Polygon menu select 
Surface, name the object "Window" and 
hit Apply. 

Go to the Modify menu and select Move 
then Numeric. Change the values in Y 




Figu 
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Figure 9 




and Z to read "Y = lm" and "Z = 4." Click OK (see Figure 7). With the 
UFO object in the background (second layer), you can see that the window 
sphere is just on the edge of the curve (also Figure 7). We want a bunch 
more of these so we will use the clone tool to space them equally. 

TIP: I have noticed a reluctance by many Modeler users in using the Clone 
and Array tools. This is probably because duplicate objects have a tenden- 
cy to take off in unintended directions. Do yourself a favor and spend a few 
minutes duplicating some simple objects to get the hang of it. Once you 
get a mental picture of how they work, you will find them very useful. 



Cloning Windows 



\\ 



2). 



With the Window object in the active layer, go to the Multiply menu and 
• select Clone. We want 10 equally spaced windows in a circle, so the num- 
ber of clones will be nine (the original makes the 10th). We have to calcu- 
late the degree of rotation for each of the balls to have them equally 
spaced over 360 degrees of a circle. Using 10 windows (balls) makes the 
math easy. 360 divided by 10 is 36 degrees per clone. For Number of 
Clones, enter 9. Because the degree of rotation for each clone is "36," 
enter 36 on the Y rotation axis (see Figure 8). Click OK, 

Copy the resulting ring of window balls and paste them into the layer with 
the UFO object (see Figure 9). Save the finished object as UFO. 



Giving Your UFO Surfaces 



You could easily spend most of a day tweaking the surfaces of this object in 
LightWave. Here are some suggestion to get started: 

• Turn smoothing on everything. Other than that, it is up to you to interpret 
what a UFO is supposed to look like. 

• For a '50s style ship, use strong solid contrasting colors for each of the sur- 
faces and give them all the same amount of shminess. 

■ For the space opera look, load the different metal surfaces from the sur- 
faces drawer at random and turn on Glow. 

• To get that really hip 'Babylon 5" look, create a brush consisting of a 
bunch of overlapping gray squares and use it as a diffusion map. The same 
brush mapped the same way as a bump map gives it added depth. Use 
Fractal Noise as a Specular texture with glossiness set on low. This gives 
the object a grungy appearance that adds to its realism, 



Flight School 



The one thing we know about flying saucers is that they spin. Giving an object 
a consistent spin while moving it about the scene is a difficult thing to do 
unless you use nulls. Create a key frame for the UFO with both the move and 
rotation values all at zero. Hit the "+" key with "Object" selected as the Edit 
Item to add a null. Parent the UFO to the null. Create a key frame for the UFO 
at the last frame of the animation with some "H" rotation. Now, when you 
want to position or rotate the UFO in Layout, do it by moving/rotating the null 
object and keying it in the proper place and the rotation of the UFO will never 
have to be adjusted (see Figure 10). 
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Figure W 



Doing It Right 



Technically, when we did a cut and paste for 
the spheres that were the dome and ring of 
windows, we should have Instead done an 
"add" Boolean operation. The failure to do this 
might cause rendering errors because of the 
intersecting polygons. By using the paste 
function it allows for the simple adjustments 
of the different elements of the UFO. In 
Modeler you can use the Select Connected 
function to quickly isolate the dome or win- 
dows and reposition them after you have done 
a test render of the complete surfaced object- 
It is inconceivable to me that anyone who 
likes using LightWave would not want to 
spend some time building UFOs. The steps I 
described are just a starting point. The poly- 
gon that makes up the bottom of the craft 
consists of a single polygon and could easily 
be given a sloping edge by using the bevel 
tool. The window balls look really cool if you 
flatten them a bit and tilt them to match the 
slope of the ship. Don't forget the anti-gravity 
units and the abduction chambers. 

If I had not set a time limit, I probably would 
still be at it, adding doors, engines, and 
flower boxes. Maybe my wife is right, I do 
need to get out more. 

Patrik Beck is the owner of Electric Crayon Studio and 
has been writing about Amigas, video, and animation 
for several years. He is hard at work on his first book. 

lightWave Explained," and will be a teacher at 
NewTek Expo 1997. He can be reached via email at 

zippie@execpc.com. Checkout 

www.studiovisions.com/newtekniques to enter the 

Five-Minute UFO Contest. 
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An Interactive, 
Multi-media 
CD-Rom for 

LightWave3D 



The FASTEST and 
EASIEST way to 
learn LightWave! 



Each volume contains the following: 

f.. Video Tutorials 

At least 6 different video tutorials! 
More than 3 HOURS of video clip 
instructions with clear narration! 



Text Tutorials 
At least 6 different text tutorials! 



and optional 

News, Reviews, and Interviews 
Industry news! Reviews of new 
and popular LightWave products! 
Interviews with other 3D animators! 

Product Showcase 

Detailed information about new 
and already existing products! 
All compatible with LightWave! 

Animators Showcase 




^sash lis LightWave animators! Complete 

g£3g]QCT with artist info and comments! 



Objects and Images 

A dozen ready-to-render objects! 
A dozen image and texture maps! 
All LightWave compatible! 



IUTOR 




ONLY 



.HE MEM 



EACH! 

$90.00 for 
both volumes! 



UTOR VISION 



hirauictivt Tutorials for Ligli 



lilable for PC and DEC Alpha 




Ipha, 
PowerMac, and Amiga 



Recommended Configuration 

PC: Pentium, 16mb RAM, audio 

4x CD-Rom, Win95/WinNT 
DEC Alpha: FX!32, 16mb RANI, 

audio card, WinNT, 

4x CD-Rom 
PowerMac: 16mb RAM, 4x CD-Rom 

System 7.5 or greater 

Amiga: 68040, 16mb RAM, AGA, 
4x CD-Rom. WB3.1 



To order, contact: 

Event Horizon Studios 

Orders /Info: (518) 756-6850 
FAX: (518) 756-6836 
Web-Site: www.tv3d.com 

Now Accepting: £ ) Eki] [ 
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BY CHRIS SE1LER 



Setting up proper 

bone structure is 

the key to 

bringing a 

character to life 
when animating 



Modeler 5.0 and MetaHURBS 

LIGHTWAVE CHARACTER BUILDING 

n this tutorial, we're going to cover some of Modeler 5.0's new features, including 
MetaNURBS, and the setting up of bone structures to bring a character to life. We'll 
also offer some tips for problems encountered when moving objects that are parented 
to other objects with bone movement. Here's an example that will help you understand: 



Assume that you have a char- 
acter modeled and ready to ani- 
mate. Each object has its own 
bone structure including a body 
object, arm objects, lip objects, eye 
objects, and even a hair object. 




Figure 9: The figure 
on the left is posi- 
tioned for frame 30. 
The figure on the right 
is positioned for frame 
SO. Rotate, Pitch, and 
Bank the arm bones to 
match the figures. Key 
frame at frames 30 
end BO respectively. 
{See steps 28-30). 
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Now you parent all objects to the 
body object so when the body 
moves everything moves (so far so 
good,..). As you begin deforming 
the body into new shapes with its 
bone structure, you'll notice the 
problem, None of the other objects 
is moving along with the body 
even though each is parented to 
the body! This is because those 
objects won't track the main body 



when bones are deforming. We'll 
study some workarounds for later. 
For now, let's start creating! 

MaNing People Pom 

Although the color image in this 
tutorial shows a completed char- 
acter, we're going to model just 
the arms (it would take several 
tutorials to create it all). 

Point-by-point coordinates will 
try to be avoided in this tutorial. 
You need only come close to the 
sample Modeler screens in order 
to follow along. Be sure to learn 
the keyboard shortcuts I include. 
It makes modeling much faster. 

Enter Modeler and turn on 
OpenGL from the display 
(d) menu. 

1 Select the Box tool and drag 
• out a long rectangular box 
(figure 1), Press (n) for numer- 
ic requester. Type in two seg- 
ments for X, three segments 
for Y, 20 segments for Z, and 
press Enter to carry out the 
request. 

Press (s) for the Surface 
panel, name it skin, color as 
you like, and then click 
Smooth. 



I. 



). 



4, 



Use the Center macro (F2 on 
• Intel) to center the object. 
From the face and side 



5. 



i 



1. 



views, Zoom (, key) into the 
end (positive Z) of the box 
just created. Select the inside 
top-right polygon (positive X) 
and the top second-from-end 
polygon {Figure 2). 

Press (b) and in the resulting 
Bevel requester, type for 
inset and 10cm for shift. 
There's your rough thumb 
and first finger. Select the 
points at the tip of the thumb 
and with the Stretch tool, 
size them down to taper the 
thumb tip. Do the same for 
the first finger tip 

Select the inside middle 
polygon (for the middle finger) 
and repeat the same steps. 
You must Bevel (shift only) 
each finger one at a time, 
otherwise you can't select 
the points at the end of the 
finger tips for shrinking them 
down without selecting 
points from the other fingers. 

Use the Drag tool Modify 
menu) or the Move tool (t ) 
and arrange the points into a 
shape that resembles Figure 3. 
Pretty ugly, eh? There are non- 
planar polygons all over the 
place 1 Don't despair. Activate 
MetaNURBS (Tab key) to see 
what your body shape is going 




The CanCowboy character (with 32 bones) talks about his Hot Rod Car. It was 
rendered on a 133MHz Pentium, with 64MB RAM at 2560 x 1920. 



to look like. You can continue to work the 
shape in the MetaNURBS mode, though at 
times it can be tricky to find exact points 
to be moved. Try toggling the lab key on 
and off while you work. When you're 
happy with the hand and arm shape, go to 
the Options panel and set Patch Division 
to 3. Press Ctrl-d to Freeze the MetaNURBS 
body into a renderable polygonal model. 

J Now we'll create a small curve at the top 
• of the arm where the shoulder will be. 
With the Lasso (right mouse button), 
select the last eight segments of poly- 
gons. Select the Bend tool (Modify menu) 
and from the face view click in the center 
of the object and drag to the right bend- 
ing the arm about 45 degrees. (Tip: to 
constrain the bend to just the X axis, hold 
down the Ctrl key while dragging the 
mouse, or you could Undo, press (n) and 
type in exact coordinates). Finally triple 
(shift-t) it, and save this object as 
armR.lwo. 

Q Select Mirror (Tools menu) and mirror it 
*. on the right side. Select the entire arm 
you just mirrored, Cut (x) and Paste (v) 
into another layer and Center it. Save this 
object as armL. The final arm shape in 
my image looks like figure 4. 

You did it! Hopefully this gives you an idea 
of how to work with MetaNURBS. You can use 
all of Modeler's tools to assist in shaping the 
simple form. Now enter Layout and don't for- 
get your arms! 



Moult Nuiii/ltit liiliiif Fii!> 

First we're going to build the bone structure in 
the arms. For 5.0 users we'll use Muscle flex- 
ing and Joint Compensation features. 

|A Load your two arm objects into Layout. 

Iv.Go to the Scene panel and in the Scene 
overview, hide the armL.lwo by clicking 
the small gray box next to the object's 
name. Press (p) to close the panel. 

U From the Edit functions select Object, 
II. then Bones. Press the (+} key to add a 

bone. Rotate the bone 120 degrees on 
heading (easier in the numeric requester) 
then select Rest Length and reduce it to 
about .90. Use Figuie 5 for a reference 
position (use the top and side views to 
make sure the bone is positioned correct- 
ly), key frame it (press Enter twice) at 
frame 0. This first bone will act as an 
anchor to hold the arm in place when the 
other bones are moved. 

Press the (+) key to add another bone. 
• Reduce this bone's Rest Length to .670. 
Move the bone in-2 axis to just touch the 
tip of the anchor bone and key frame it. 

B Press (p) to open the Objects Skeleton 
• panel Select Scale Strength by Rest 
Length (SSRL - 5.0), select Joint 
Compensation for Parent (JCP) at 100 
percent, select Muscle Flexing (MF) at 
200 percent (look out Arnold!) and leave 
all else at default settings. 



Figure 1: Simple multi segmented t 




Figure 2: Rectangle with selected 
polygons beveled with shift only. 




Figure 3: Hand and arm created 
by moving points around into 
rough pre-MetaNURBS shape. 
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CHARACTER 
ANIMATION IN 
ACTION 



By Brian Tatosky 

Striking dnwn the idea that "it's just for star- 
ships and space battles," Lightwave's character 
animation features have evoked into a solid 
package, especially with the availability oi 
Puppet Master and the addition ef Morph Gizmo. 

At OCS/F reee Fraie/Fael Magic, animators are 
concentrating on the artistry, rat the technicalities 
of character animation far Casper lite Beginning, 
a dired-to-video rouvie release for Saban and Fox 
Heme Entertainment. Using hand-modeled (not dig- 
itized) versions of our familiar pleasant poltergeist 
and friends created using MetaNURBS and 
Metalonn, tiie majority nf character work is being 
animated with tools available right now. such as 
Metamatien, Bones, and Puppet Master. 

Starting with a handful of artists, some completely 
new lo lightWave, DCS has achieved a level of 
quality thought unly possible from software casting 
five to 10 times more. 

Ihe original 40 minutes of ghosts in Casper 
were animated over two years ly UK's largest 
animation team. With the same quality 
standards in mind, DCS' IB LightWave animators 
have undertaken BE minutes of spectral sights 
and ghostly delights, five of which are full CGI, in 
a span of just over six manths. 

The key ingredients to DCS' success: Talented 
artists and LightWave 3D. 




Figure 4: Both aims after final Fieeie 
(Ctrl-d) shape from MetaNURBS- 
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Go back to Layout (p), and with that bone 
'.selected, press the ■ key to add a child 
bone. Set its Rest Length to .36 (or slight- 
ly smaller), position it and key frame it. 

Open the Skeleton panel (p) and select 
SSRL. Select Joint Compensation (JC) at 
300 percent. JCP at 100 percent. MF at 100 
percent, and Muscle Flexing for Parent 
(MFP) at 100 percent. The Skeleton panel 
offers greater control over earlier versions of 
bone functions. You should experiment by 
using different values for JC, JCP ME MFP 
and view the results in Layout with the 
OpenGL feature 

From Layout, press the = key again to add 

• another child bone. Reduce the Rest 
Length, position it, and key frame it 
(Figure 5). Go to the Skeleton panel, select 
SSRL, JC 100 percent, JCP 100 percent 
and MFP 400 percent (these values are 
from trial and error; adjust them as need- 
ed). We've added an anchor bone, upper 
arm bone, forearm bone, and hand bone. 

Select bone 4 (hand bone) and press the 

* = key. Position this child bone inside the 
thumb (again keep an eye on the top and 
side views for precise placement), reduce 
Rest Length and key frame it 

Add three more child bones to the hand 
bone (Bone 4). reduce Rest Length, posi- 
tion them into the remaining fingers, and 
key frame them. This arm's bone struc- 
ture is complete! 

Go to the Scene panel and select Show All 
Objects as Full Solids (bottom left corner), 
then hide the armR.lwo and its Bones. 
Repeat this process for the other arm. 
Remember the bone structure parenting 
order ! There are just a couple of steps left 
to complete this scene. 

Load a Null object (with Objects selected, 
•press the + key). Go to the Objects panel 
and rename the Null by selecting Save 
Object and type in ArmsNull. Parent both 
arniR and armL to ArmsNull. Move the 
arms apart in the X axis (Figure 6) and 
key frame them. 

The last step is to make the bones active 
by selecting each bone and pressing the 
(r) key. Save the scene as Arms.lws. 



21 
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Now we need a body figure for our arms. 
• Select Clear Scene. Load the Cow 
object,., just kidding! For this tutorial, 
let's really use the POPCAN.lwo found in 
your Food directory. For best results, you 
should go back into Modeler, load the 
POPCAN, select the can's center poly- 
gons, run Subdivide (shift-d) Faceted two 
or three times, and Triple (shift-t) the 
whole object. Save it as canbody.lwo. We 
need the extra geometry because we're 
going to be deforming the can back in 
Layout. 

Go back to Layout (Alt Tab for Intel). 
'.Load the canbody.lwo, add a bone, name 
it bottom, increase its Rest Length 
(Figure 7), position it at the bottom center 
of the can, and key frame it at frame 0. 



24. 



B. 

26". 



With the bone selected, press = to add a 
'•child bone. Name it center and reduce the 
Rest Length to slightly smaller than the 
bottom bone. Move it up in the Y axis, for- 
ward in the -Z axis to about the center of 
the can (.figure 7) and key frame it. 

Add a child bone to the center bone, 
name it top. position it at the top center 
of the can {Figure 7), and key frame it. 

Select each of the canbody s bones and 
.press (r) to make them active. 



HGo to the Objects panel, select Load 
• From Scene and load the Arms.lws that 
you just created (choose no to the Load 
Lights From Scene prompt). In Layout, 
Parent the AimsNull.lwo to the 
canbody.lwo. Move the ArmsNull (which 
moves both arms and their bones) up to 
about shoulder height on the canbody. If 
the arms are too big (or small) for the 
can, just Size the ArmsNull to the appro- 
priate proportions. Rotate the ArmsNull 
Heading to 180 degrees and key frame it 
at frame 0. Pitch both arms down to -30 
degrees {Figure 8) and key frame them at 
frame 0. Save this scene as 
Candance.lws. 

This might seem like a lot of setup, but 
when you get the feel for it, both these scenes 
could be accomplished in less than 10 min- 
utest 
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Let's Add a Little life! 

Remember the problem that I mentioned earli- 
er in this tutorial? "Dry Rotating the center can- 
body bone to 45 degrees in Bank and you'll see 
that the can bends but the arms stay in place. 

There are several options to fix this tracking 
problem. The best one (even though it doesn't 
work on all machines) is to use the PARENT.P 
plug-in that comes with 5.0 (make sure you've 
loaded the PARENT.P plug in from the Options 
panel). Select ArmsNull, press (m) for motron 
graph from the Motions Plug-ins requester 
pull-down menu, select the Parent Bone plug- 
in, from Options select Parent to center (bone) 
of Canbody.lwo. Now the ArmNull should 
track the movement of the canbody as it's 
being deformed. 

Another solution that I used involves a little 
more work but with good results. First let's set 
up a 60-frame move for our character. 

M Select canbody 's center bone, click 
•Rotate, press (n), and in the numeric 
requester type H= 0, P= 0, B= 45 and 
key frame it at frame 30. From the numer- 
ic requester type H= 45, P- 20, B= - 45 
and key Frame at 60 with a spline tension 
of 1. Select top bone, click rotate and 
press (n) and type H=20, P=0, B=3Q, key 
frame at frame 30, from the numeric 
requester type H= 20, P= 20, B= -30 and 
key frame it at frame 60 with a spline ten- 
sion of 1. Make a wireframe preview. The 
can should bend to the left and back to 
the right with a little pitch forward. If our 
PARENT.P plug-in works, the arms should 
move along with it, otherwise they 
remain motionless as the body moves 
through them. 

The fix is to, from the Skeleton panel, add a 
child bone to the center bone, press (p) and 
deselect Bone Active. This bone is now dor- 
mant and because it's parented to the center 
bone it moves right along with it. Back in 
Layout, position it so that the fat end of the 
bone lines up exactly with the ArmsNull. Zoom 
(. key) in very close and you'll notice that inside 
the fat end of the bone, there are cross hairs 
that look like a null object. Use this to line it up 
with the ArmsNull and key frame it. 

1Q Now go to frame 30 and line up the 

£ /.ArmsNull with the dormant bone (should 




be banked over) and key frame it, Do the 
same for frame 60. Try a wireframe pre- 
view now and the arms should be track- 
ing along. If the animation was several 
hundred frames, ail you would have to do 
for every key frame the center bone has is 
line up the ArmsNull with the dormant 
bone and key frame it (remember to 
include any Spline attributes of the cen- 
ter bone). We're using the ArmsNull to 
track the dormant bone with key frames. 

The arms are tracking but they need some 
life 1 Check out Figure 9 (same character 
placed side by side in the same scene). The 
character on the left is in the position for frame 
30 and the character on the right is in the posi- 
tion for frame 60. It's time to try bone coordi- 
nates on your own! 

JA Go to frame 30, position each arm bone 
JV.to simulate the posture of the character 
on the left, and key frame them. Keep in 
mind that only Rotations H, R and B will 
be used to move the bones. Go to frame 
60, position each arm bone to simulate 
the posture of the character on the right, 
and key frame them. Save the scene. 



Experimenting is the Key 



Experiment by simulating some human-like 
movements. Look at yourself in the mirror and 
try throwing a ball (not a real one), or just put 
your hands up to your face, study the move- 
ment, break it down into steps, and start work- 
ing out the bone movements in Lightwave, Try 
adding some eyes and a mouth to this charac- 
ter to make it more convincing. 

Hopefully this has helped you become more 
familiar with building and working with bone 
structures. There are more ways to set up 
bone movements with Lightwave's IK 
(Inverse Kinematics) that in many ways sim- 
plify things. For great animation resources, 
check out the Lightwave Powei Guide by Dan 
Ablan and be sure to tell fellow LightWavers 
about NewTekniques. Until next time. ..may 
all your renders be fast! 

Chris Seiler owns Burning Visions 

Productions in Delta? Beach, FL, and 

has written several magazine tutorials 

on LightWave. He can be reached at 

b visions@millennium. net. 




Figure 8: Arms loaded into can (with Load From 
Scene) with ArmsNull rotated J 80 degrees and 
parented to the can object. Each arm is pitched 
down 30 degrees. 
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BYTHOMAS 
FEDORYAK 



Thinking a technique 
through ITrs! can 



find the path of leasl 

resistance in 
Lightwave 3D. 



MltlM/tr II KW/Hm Titles 

THERE (AN BE ONLY ONE 

H 



••• 



ow many ways are there to create a given effect? Most professional anima- 
tors will agree that there is always a difficult way. Fortunately, there is usually 
an easier way, too. What's ironic is that the hard way is often easier to find! 



That's why it is worth thinking your technique through before you begin. 



wv* 



Figure 1 




Figure 2 



Images copyright 
1997 Digital Light Inc. 
Used with permission. 



This brings me to a lit- 
tle story about Light- 
Wave 3D. Every once in a 
while, someone asks me 
how the main title for the 
film Highlander HI was 
created. The approach is 
worth describing, since 
the same time-saving 
technique can be applied 
m a number of other situ- 
ations. 

The basic concept for 
the main title was sim- 
ple. The individual let- 
ters start out facing side- 
ways, appearing as a 
series of thin vertical 
lines. The letters begin 
to turn, gradually spin- 
ning arour.d to face for- 
ward, revealing the fire 
and brimstone within.... 
1 didn't have to worry much 
about the effect within the letters 
since the flames had already been 
shot live on set and would be fairly 



easy to composite. But what about 
the movement of the letters? A flat 
polygon rotating on its axis pro- 
vides exactly the right effect, 
except that in this case each letter 
would have to rotate on its own 
respective axis. This is simple 
enough to describe, but potential- 
ly troublesome to animate — espe- 
cially when you have more than a 
couple of letters to deal with. 

One obvious way to achieve 
this type of effect would be to use 
the object rotation controls in 
Layout. That would involve split- 
ting the title into many separate 
objects, however, and saving each 
and every letter individually. Also, 
each letter would have to either 
be re-centered in Modeler prior to 
saving or have its pivot point re- 
centered in Layout. In addition, a 
set of rotation key frames would 
then have to be created for each 
of the letters. 

As you can imagine, the above 
method creates a mess of objects. 



not to mention the trouble of re- 
aligning all of the letters in 
Layout. Furthermore, if you ever 
wanted to make timing changes 
to the rotation of the letters, there 
would be an annoying number of 
key frames to adjust. Fortunately, 
there is a much better way to 
approach the problem. 

MonhJM Poin 

Whenever you know that a group 
of objects will be rotating (or oth- 
erwise changing) in unison, it is 
far more efficient to set up two 
'states'' of the group and control 
the transformation using a single 
morph envelope. 

Rather than spending a few 
hours using the method outlined 
above, you can create a pair of 
morphabie objects and adjust 
their morph envelope in less than 
20 minutes. 

The first step is to create 
the target object in LightWave 
Modeler. 
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Continuing with the example of the film 
title, click on Text in the Objects menu, 
choose a font and type away. Centet youi 
text object and name its surface any way 
you like. The entire line of text should 
then be saved to disk as a single object 
using an appropriate name (such as 
Taigetl.lwo). For the purposes of this 
tutorial, we'll keep the text object flat 
(you can experiment with extruding and 
beveling the text later if you wish). 

The next step involves creating the 
source object foi the morph. One by one, 
each letter will be rotated on its own axis 
(the following short cuts make this quite 
quick to accomplish). Make sure that you 
are in Polygon Selection mode, then click 
once on the first letter and zoom in on 
your selection {Figure 1). 

Note that if you are using extruded fonts 
rather than flat polygons, make sure to 
select all the polygons comprising the 
first letter. Next, without clicking, in the 
Top view, position your cursor over the 
exact center of the selected polygon, 
press "i" on the keyboard in order to 
rotate that letter 90 degrees {Figure 2), 
then press "!" to deselect the polygon. 

You can now repeat the process for each 
of the remaining letters: Scroll the view 
sideways to see the next letter, click once 
on it, and place your cursor over its cen- 
ter Press "r" and then press "/". Dome it 
this way is considerably faster than 
entering the values numerically or drag- 
ging with your mouse. Once all of the let- 
ters have been rotated to face sideways 
{Figure 3), save the current version of the 
object to disk with a different name (such 
as Sourcel.lwo). You are now the proud 
owner of a pair of morphable text objects. 

Note that there are many variations that 
you can explore here. For example, scal- 
ing each letter to zero on the X axis 
(rather than rotating on the Y axis) would 
give you a similar effect when rendered. 
To get a slightly different type of effect, 
you could make the letters in the source 



object rotate on an axis other than (or in 
addition to) the Y axis. You can even 
apply a different transformation to each 
of the letters. These types of variations 
will not affect the basic way that the 
morph works — they only change the way 
that the letters move during the effect. 

The main title for Highlander III required 
that a second line of text appear below 
and shortly after the first line (depending 
on which cut of the film you see, the sec- 
ond line of the title is either The Final 
Dimension or The Sorcerer). Therefore, 
the process of creating a pair of mor- 
phable text objects was repeated for that 
second line. As before, two objects were 
saved: one with all of the letters facing 
forward {Figure 4) and the other with all 
of the letters facing sideways {Figure 5), 






t 
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Enter LightWave Layout and load both 
the source object and target object. 
Choose the target object's name in the 
source object's Metamorph Target 
pop-up menu {Figure 6). Next, enter the 
source object's Metamorph Amount enve- 
lope panel and create a key frame (at 
frame 90 for example) so that the morph 
effect will change over time {Figure 7) 
You can also adjust the keyframe spline 
values to get a smoother transition curve 
(Figure 8). Click on Use Envelope to 
accept your changes. 

If you have another line of text to add, 
repeat the process of selecting the morph 
target and adjusting the morph envelope 
for the second pair of objects. Also, it's a 
good idea to make any target object 100 
percent dissolved {Figure 9), since it 
serves as a reference for the morph and 
doesn't need to be rendered. When you're 
done in the Objects panel, click on con- 
tinue to return to the main Layout view. 

If you switch to Camera view, you will 
• see that we are almost done. Although 
the letter in the center of the source 
object appears as a thin vertical line, the 




Figure 5 




Figure 7 
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Special Effects Plug-in 
for Lightwave 3D 




Use VertiLectric in 

Layout 

Ike objects as they move through a. scent. 
illipte sources and targets. 
You can have up to 1000 sources and up lo 2000 targets. 
Individual bolt settings Tor each Large! in the scene lei you specify: 
Surface: (Apply any Light Wave surface to lightning bolts-} 
Range: (How close a target must be to its source to get a 

strike.) 
Twist: (How 'jagged' the bolt Is.) 
Segment length: I Level of holt detail.) 
Branches: (How many branches are In the boll.) 
Shape and Branch seeds: (Make each hott look unique.) 
Strike sequence: (List of when a boll strikes. Edit It yourself, 
or let VertiLeclric do il for yuu.) 
**" ve a strike sequence as an envelope. (Sync, light flashes to 
bolt strikes.) 
lay be easily copied and pasted to other targets in the 

iture for Strike sequence. Shape and Branch seeds 

your scene* look naturaL 

amerNET II compatible. 

Blevins Enterprises, Inc. 

121 Sweel Ave. Moscow, ID 63843 



Use VertiLectric in 

Modeler 



Generate ttxt mdttan in electric script. 
Complete com 



Extrudt-o-bolts: Create bolls 

Taper bulls from one thickness lo another. (Mak 

trees, vines and other p 
Make 'c 

Custom seed sellings control boll shape and branching. 
Create bolts with as many branches as you want, 
Compatible with LightWave 4.0 and 5.0, 



New Vernon l.l Layout Featotess 
"Kxlrude-n-bolts!! miw in I.a>mil! 
•Static Hulls 

; K;i>,> Mni'filiiii'j 

•Enhanced control of siriki> path 
**:incl more... 



Available for Intel, Alpha, and coming soon... Macintosh 



(800)205-5161 



Ai (208)885-3805 Intl. 
D I (208)885-3803 Fax 

http-J/bei.moscow. com 
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MicroScribe-SD 



The only 3D digitizing system with a refined look, feel, and 
performance. The MicroScribe system allows rapid 3D digitizing 
with 0.009" accuracy over a 50" spherical workspace. Quickly create 
impressive 3D models for use with 3D Studio," Lightwave," Alias," 
Softimage,'" Strata" and other popular 3D packages. The desktop 
system has been economically designed using light-weight graphite 
and precision counterbalancing to allow effortless manipulation. The 
award winning MicroScribe-3D is robust, attractive, and easy to use. 
It is simply the fastest way to create 3D models for animation, 
engineering, multimedia, or virtual reality. 

3D Studio MAX drivers available 



Immersion Corporation 

(4081 467-1900 Fax (408I 467-1901 

(800)893-1160 ems: tnfo@irnmerse.com 



Visa. Mastercard. 

and American Express 

accepted 
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Figure 9 




Figure It 

letters on the sides appear to be a little 
wider (Figure 10)- This is due to the cam- 
era being too close to the object and the 
effect of a wide angle of view. To get all 
of the letters to statt as thin vertical 
lines, move the camera way back on the 
Z axis (try a value of -400) and create a 
key frame for it. You will also need to 
increase the focal length of the camera 
(Figure 11) so that the now-distant object 
comes back into view. 

That's really all there is to it Tne beauty of 
tins technique is that it does not requite any 
object rotation keyframes to be set in Layout. If 
the rotation of the letters is too slow or loo fast, 
simply adjust the cotresponding morph enve- 
lope until you are satisfied with the speed. Then 
texture your objects and render away. 

The same single-envelope technique can add 
ease of control to any group of objects that 
change in unison, not just text This technique 
could be used, for example, to animate the sub- 
tle movement of hinged flaps on an air vent, ot 
Venetian blinds opening in front of a window, or 
even the petals of a rose spreading and folding. 
Keep the prrnciple in mind and you may be sur- 
prised how often it saves you some time, 

Jhomas Fedotyak served as key animator on the 

feature dim Highlander III. He oversees production 

at Digital Light, Inc., a content creation and visual 

effects company He can be reached at 

thomas@digitallight. com. 

Catch Fedoryak at NewTek Expo 1997 vshere he will 

be teaching three LightWave ccurses! 




PATRICK 
THOMAS 
"Chaos" 



Software: 
LightWave 5.0 

{Intell 

Description: 

this image 

was a 

character 

concept lot a 

gsnE design. 

Phone: 
|512)3M13 








FREDERIC MOREAU -"SurvoQI" 

Software: Created entirely in LightlrVave without any tricks or image conpsiling. 

ion: [his is an illustration lion an SI video movie made of pure 3D EG. which I an working oo, 

smd OTAK£ 1 hope it will help me lo find a joh. flu spaceships and everything in the pic- 
tores aie entirely my owe wort 



RK CONTRIBUTED BY OUR READERS 



SUBMISSIO 



{ you have an image you 

would like considered for 

publication in Rewlekniques 

magazine, save rt as a TIF or 

JPG fiJe and mail it to: 




Software: lighlWave 5.0 and Fractal Design Painter oo a 90MHz Pentium with 
32MB RAM. Description: Ar eiercise in building an organic creature using 
MetiTOBs- email: KBhllianl@aol.cofn 
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BY DAVE THOMAS 



A collection! 



expands Ligfitfe 
3Fj's capabilities. 



CONTACT 
INFORMATION 



MacroForai 2.0 

One and Only Media 

S350 (Intel and Alpha} 
S275 (Amiga) 

email: 

Qs0iicCi3@chelsBa.ios.com 

chelsea.ios.com:8D/ 
—oaomedia 

(90B) 9G4-454G 
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CANDID OPINIO 
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LATEST PRODUCTS AND PLUG-INS 



MacroForm 2.0 



M 



acroForm 2.0 is a collection of modeling tools that greatly expands the capabilities 
of Lightwave 3D. The package is simple to install (just copy to the appropriate direc- 
tory) and is added to Modeler like any other plug-in. 
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The package has two different tool sets. The 
first is Productivity Toolz, which consists of a 
series of tools to make your modeling tasks eas- 
ier. Among the functions are Align & Center, 
which allows objects in the foreground to be 
ahgned/centered/sized to objects in the back- 
ground, or background to foreground, or along 
any axis. The Dimension command reports the 
size of an object, and lets you scale it using real 
world values. Also, Slice & Dice allows you to 
easily add new geometry to an object with slic- 
ing in a number of ways (including Linear, 
Radial, and Bi-Ditectional) in preparation for 
other modeling tasks like MetaForm or 
MetaNURBS. These and other Productivity 
Toolz add a lot of functionality to Modeler, and 
you'll soon be wondering how you got along 
without them. 

The other set of tools is the RailToolz. These 
tools use curves in a backgiound layer to effect 
an object in the foreground layer. The curve can 
be user-created, or generated by the program. 
By adjusting the curve, you can perform opera- 
tions like Bend, Twist, Scale, and Stretch on an 
object. There are also functions for Extrusion 
and Routing of objects. Some functions allow 
the use of a Control curve that determines the 
strength the other curves will have on an 
object. What's amazing is using these functions 
in Apply mode, where changes made to youi 
curves are reflected in the object as you make 
them. It's a lot of fun just experimenting with 
curves, coming up with all sorts of odd and 
unique shapes. Each of the various Toolz have a 
bunch of parameters for very exact control, 
which makes it easier to get the results you're 
looking for. The power of these tools is amazing, 
and while it takes a bit of time to learn them, 
1997 



these functions will allow the creation of 
objects that would be much more difficult to 
create with the standard Modeler tool kit 

Special mention must be made of the docu- 
mentation. The folks at One and Only Media 
have done something very different with the 
manual. Titled "3D Modeling the Natural Way." 
this document goes far beyond the usual soft- 
ware reference manual, acting as a textbook on 
the art of 3D modeling. The first 1 1 chapters are 
designed to get you to think about and visualize 
the 3D modeling process, There are exercises to 
get you to think about different visualization 
techniques, and discover new approaches to 
making 3D objects. This section is very different 
than anything I've ever seen in a piece of soft- 
ware documentation, and would probably bene- 
fit any 3D artist, not just Lightwave users. The 
rest of the manual contains a number of well- 
written tutorials that will get you 
up to speed with the program, as 
well as the usual reference materi- 
als. This is an interesting approach 
to take with a software manual, 
one that will really benefit those 
with little or no 3D modeling expe- 
rience. 

When combined with the tools 
already contained in Modeler, 
MacroForm 2.0 gives you one of 
the most powerful modeling envi- 
ronments available on a desktop 
computer platform. The power of 
combining native Modeler tools 
like MetaNURBS and the interac- 
tivity of the MacroForm tools is an amazing 
asset to any Lightwave user. 1 cannot recom- 
mend this package enough 



LIGHTWAVE 3D 
TOOLS 

MacroForm 2.0 

Puppet Master 

FLYER AND 
TOASTER TOOLS 

Fast Frames 

FlyFX 



In the foreground layer 
is a mesh object, and 
in the background 
layer are two control 
layers. Using the 
RailToolz allows the 
mesh to be quickly 
turned into: 




a quick car body 
ready for further 
modeler manipulation. 



Puppet Master 



Fori Owurowa's Puppet Master plug-in exponentially improves Lightwave 3D's char- 
acter animation capabilities with simple control over complex organic meshes. 
Imagine the ease of animating a smooth, unified, high-detailed object with specific 
point controls. That's Puppet Master in a nutshell. Puppet Master is a displacement 
plug-in that performs "joint socketing," which is a high-end graphics buzzword for con- 
necting parts of separate sections into a unified, seamiess whole, automatically. Now 
you too can use the buzzword just like the Alias users. Don't you feel special? 



BY 

BRIAN TATDSKY 



is lightwave 30 

plug-in makes a great 
alternative to Bones by 
making character 
animation easier. 



You begin with an 'Anchor" object, which is 
your whole mesh, and the object that actually 
appears in the animation, displaced by the 
Puppet Master sections. The Puppet Master 
sections ate point groups made from the 
Anchor; as many as you need. For example, you 
might have a humanoid to animate. An obvious 
choice is to break the character into sections for 
body parts such as torso, upper arms, lower 
arms, upper legs, lower legs, and head, leaving 
joint areas for Puppet Master to skin in between. 
In Modeler, you'll make the sections, generally 
by cutting up a copy of the Anchor object 

Once you have your sections, you parent 
them in Layout, apply Puppet Master to the 
sections and Anchor, run Puppet Master 
Batch, and you're ready to animate. No matter 
how the sections are moved, sized, or rotated, 
Puppet Master joins the parts. With some skill 
and practice, natural joint folds and realistic 
movement await. 

The Anchor can be used with Metamation. 
serving as the Shaper object, allowing you to 
control a very detailed object from a very sim- 
ple Anchor. Add some [K to the sections and 
you'll really be doing some smooth character 
animation without the headaches of Bones 

Even better, you can set conditional morph 
targets on sections. Like regular morph targets, 
conditional morph targets are based on the 
original object, but with Puppet Master the 
amount of morph is based on the rotation of a 
control object. With three axes of rotation, your 
sections can morph into a combination of three 
targets. It makes morphs, including specific 
contoured muscle bulges or wing flaps, a snap. 

The multiple steps to achieving the proper- 



ly "Puppeted" objects are, 
thankfully, very simple, and 
easily mastered with a little 
time and care in the construc- 
tion phase. This is a good thing, 
since the accompanying docu- 
ments shipping with Puppet 
Master are a bit skimpy for my 
tastes. In spite of that minor 
annoyance, I found that the 
time it took from knowing 
absolutely nothing about 
Puppet Master to being com- 
pletely comfortable with its 
workings was very short. 

Puppet Master works well with most of the 
other displacement plug-ins and textures, and 
especially with Owurowa's other Lightwave 
creations: Metamation and Morph Gizmo. And 
good old Bones can still work with your 
Puppeted object, doing things that Bones does 
best, such as stomach wobbles and other spe- 
cial effects. With Puppet Master, you're free to 
choose what is the best solution for your ani- 
mating needs, not just what's the only one. 

As an alternative to Bones. Puppet Master, 
in my opinion, is worth $1, 000 easily. But in 
the great tradition of the Amiga and 
LightWave community, Owurowa is practical- 
ly giving it away at S349 for Intel, S399 for 
Alpha, and S199 for Amiga. I can't describe 
the value Puppet Master is at the price; you'll 
have to use it yourself to truly understand the 
power in this plug-in. If you intend to do any 
amount of character animation, you're crazy to 
do it without Puppet Master. 




CONTACT 
INFORMATION 



Foii Owurowa and 
Virtual Reality P 

$341 M 

$399 (Alpha) 
$139 (Amiga) 

enigma@dorsai.n 

Virtual Reality Pictures 
Puppet Master Plug-in 
20 1 22nd St.. 11 lh Floor 

NewHNVIOOlO 
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Puppet Master 
improves LightWave 
3D's character 
animation abilities 
with simple control 
over complex organic 
meshes. 
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BY ED JAKOBER 



Fast [fames 



You won't know you 
need these plug-In 
Video Tcaster Flyer 

tools and utilities until 
you try them. 
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The Fast Frames tool 

allows the loading 

of Character 

Generator pages 

and Framestores into 

a single Flyer video 

clip, thus eliminating 

bad times. 



CONTACT 
INFORMATION 



Otero 

sea 

DZware@aoi.Eom 
www.vionline.com/ozware 
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hen it comes to creating must-have third-party software for the Video Toaster 

Flyer, OZware's Michael "Aussie" Holten, creator of the Flyer Co-Pilot programs, 

is in top form with his latest creation, Fast Frames. Fast Frames is an assembly 

of very useful tools and utilities that you won't know you need until you try them. They 

are accessed, in the Flyer, by selecting OZ-FastFrames in the "tools" pull-down menu. 



One tool built into Fast Frames is the "Key 
Player." This routine can play a sequence of 
"keys," CG pages, Framestores, and effects 
that can be mixed with incoming video while 
digitizing. This eliminates load times and 
allows for things like cross fades and flying 
"keys" over video footage. 

"Title Tools" are five ARexx CG routines that 
are started from within ToasterCG. They are: 

IOZ-BlackKey, which converts the current 
• CG page into a true "black key" ready for 
superimposing from the Switcher 

IOZ-CopyBackground, which copies the 
.current CG page background to any range 
of pages. 

)OZ-KillPages, which clears the text from a 
• range of CG pages. 
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OZ-PageBuild, which turns your current 
'.CG page into a sehes of pages where each 
line is added one at a time. 



50Z-Type!tOut, which takes the current CG 
.screen and renders it out as separate 
Framestores that build letter by letter, as if 
in a typewriter. 

The above, in conjunction with the final tool 
called "Fast Frames," is what makes this pack- 
age fly "Fast Frames' is simply a utility that 
allows the loading of Character Generator 
pages and Framestores into a single Flyer 
video clip. This eliminates all load times. This 
might seem a bit simplistic, but it allows for 
techniques that up until now I would never 



have considered, like an instant slide show 
effect. 

The Ftamestores to be acted on are placed 
into the project window in the order they will 
appear. Go to "Fast Frames," set the duration 
to five seconds, click on Use Fades, then on 
Perform Fast Frames. After a few query 
responses, you'll have a finished slide show in 
a minute or two complete with dissolves' You 
also can set the record quality from the Fast 
Frames interface, as well as padding time at 
the beginning and end of the clip. 

I find Fast Frames simple to use and perfect 
for a lot of production techniques including 
designing fast collages of Framestores and CG 
page builds. An interesting use I discovered 
was to create "arumatics." This is a crude form 
of animation that is best desctibed as the 
technique used in the old "Monty Python' 
show. The way I used it was to grab a series of 
frames off the front page of a newspaper. After 
each grab. I crumpled the paper up a bit more 
I named my first frame "lOOpaper," the next 
"099paper," and so on until the paper was 
nothing but a big wad, which was about 
"030." 1 moved all the Framestores to the pro- 
ject window all at the same time using the 
shift and select method By naming the 
Framestores with numbers, they all remained 
in order I made a quick trip to Fast Frames, set 
them all to three frames each, and in a few 
minutes I had a six-second animation of a 
newspaper un-crumpling itself! 

As easy as Fast Frames is, it also has online 
help to make it one of the easiest-to-learn add- 
on programs for the Flyer Holten once again 
delivers a utility for the Flyer that once you try, 
you cant live without. 
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BY BOB KETEHU 



(Iseatiioiceol 

special transitions like 

warps, morphs, and 

particle effects with 

the help irflightWaiie 

3D. FlyFX. and the 

Video Toaster Flyer. 



CONTACT 
INFORMATION 



Dimension Technologies 
SI 29 

ncinler.net/~illieliBl/ 

(814)838-2128* 

Circle Number 101 



FlyFX 




Dimension Technologies' FlyFX ($129) is an add-on to the 
already formidable arsenal of NewTek Video Flyer transi- 
tion effects, except that FlyFX effects are like nothing you've ever seen on the 
Flyer. As of press time, there were three volumes of FlyFX with some 20 different tran- 
sitions included in each volume. I found the installation to be completely painless as 
well as foolproof and it even integrated directly into the Flyer interface. 



What this program does is give you a choice 
of special transitions like warps, morphs, and 
particle effects that are rendered in LightWave 
3D and inserted between two selected Flyer 
clips. It sounds difficult, but FlyFX makes 
child's play out of the usually tedious chore of 
creating LightWave scenes, loading objects, 
applying image maps, rendering a clip, then 
syncing the "transition" between two clips in 
the project window. It is completely automatic 
and literally does all the work for you. 

Here's how it works: 

First, drag two video clips into your project. 
Then go to the FlyFX:Effects/ drawer, select a 
FlyFX, and drag it to the project. Now set the 
In/Out points of your video clips. You must 
adjust the In/Out points of each clip even if 
they a re al ready set where you want. Select the 
FlyFX effect and go to the control panel to set 
the speed. If you don't do this, the default is 30 
frames. You can use the Variable and actually 
type in the number of frames you want the 
effect to be. Now try to play your project to 
ensure everything is se: correctly. The effect 
will act just like a dissolve. If your project does- 
n't play at this point then your effect won't ren- 
der correctly. 

The next step is to select FlyFX from the 
Tools pop-up menu. FlyFX loads up and auto- 
matically sets up your project. At this point you 
can check out the bank of effects and see a 
low-res preview of any particular animation by 
clicking on the icon. If you want, you can even 
replace your chosen effect for a different one. 



FlyFX is loaded with eye-catching transi- 
tions like QuadPeel, Rotate & Flip, SlabTum, 
Split & Roll, TubeRoll, Vortex, and other previ- 
ously unobtainable warp-type effects. 

When everything is set right, the final step 
is to press Render Current Effect. The pro- 
gram will load up LightWave, load the scene, 
and set all your options. You can actually 
watch as it sets itself up. What a great bonus! 
You get a free LightWave tutorial with every 
set up 

When it is done rendering it will automati- 
cally replace the effect crouton in the project 
window with the newly created clip. That's all 
there is to it. Now you can save your three-clip 
project, and using the project-to-project view, 
drop your three clips into your master project. 
Or, if you have RenderFX, just render the three 
clips into a composite Flyer clip and drop it 
into your master project. Flyer 4.2 users can 
use the new Join Clips command in the 
ProWave drawer to bring them together. 

Just 15 minutes after installing FlyFX, I 
rendered three transitions to be placed in a 
fast-moving television commercial that did 
not allow enough transition time to use any 
effects other than Smooth Fade. Those three, 
30-frame animations took less than 90 min- 
utes total and my client was thrilled with the 
results. 

Whether you are doing commercials, wed- 
dings, or corporate training videos, FlyFX will 
prove itself to be an indispensable production 
tool for the Flyer. 
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LIGHTWAVE 30 PRODUCTS 




PowerMac 
Sparks and 
FiberFactory 



Binary Arts, Inc., formally known as Melrogralx, has ported its 
Sparks anri FiberFactory plug-ins lo the PowerMac, Sparks Bits 
lens of thousands ol particles under the control of physics. With 
Sparks, you work completely wilhio layout. Particle motion can he 
affected hy gravity, wind, gusling. turbulence, and swirling. Velocity 
can be key framed and randomized. Birthrate and lifespan can be coo- 
trolled and randomized The PowerVEac version is S24S 35. 
FiberFactory sculpts geometrical liters over the surlace ol your 
object. You can create any number of sides and segments to each 
fiher. Gravity amount, length, and width are under your complete con- 
trol. Special effects such as random jitter, contour, curl, and kink pro- 
vide realism. FibeiFaclory includes the anchor.p layout displacement 
plugin to anchor the base ol eacfi fiber Use bones in combinalioo 
with the included anctw.p to style aod animate the hair. Ihe 
PowerMac wersion is S149.95. 

too cao cootact Unary Arts, Inc. at (713) 748-3972 or P D. BoxSBB. 
Florissant. CO 8181 G-D568. 
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LENY CD-ROM 
RELEASED 

SD has released 




M 



Wave Expn flew York) 
CD-ROM, a two-houi interactive video tutorial for lighlWave 3D 5.0 
and above starring lee and Ken Slranahan, PJ. Foley, and Andy 
freriing. In this CO-RDM, lee and ken reveal Ihe powerful tech- 
niques used tn make lighlWave models pup off the screen every 
week in IV shows like "SirJers," "Star Irek: Deep Space Nine," and 
"Hercules." Also included on the CD-ROM are tutorials oo Particle 
Storm and FiberFactory. Ihe LENY CD-RDM is a two-CD set available 
now lor Intel. DEC Alpha, and Power Macintosh lor $79. For more 
information, access the MSO Web site at www.msd-nyc.cum. You can 
also call WML 
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Lightwave JD 5.5 



ewTek has released Light- 
Wave 3D 5.5, which be- 
gan shipping in early July. 
The upgrade price is $495, 
except for the SGI platform, 
which is $995. The upgrade includes all the features 
found in earlier versions plus: 
Enhanced user interface. 
Non-modal panels. 

New OpenGL with real-time texture viewing and 
user-selectable background color. 
Multi-threaded rendering. 
Morph Gizmo for character animation. 
Direct3D support. 
A new volumetric lighting engine. 
Hyper-Animation Language for controlling virtually 
every LightWave 3D feature. 
New audio scrubbing feature. 
Two new modeling tools — Dragnet and 
Smooth Scale. 

A motion capture data conversion plug-in. 
New color wheel option for great color control. 
Enhanced plug-in architecture. 

LightWave 3D 5.5 is available through more than 250 
dealers and resellers or direct from NewTek. The full ver- 
sion price {for those not upgrading) is $1,995, except for 
Sun and SGI, which is $2,995. NewTek no longer sup- 
ports LightWave 3D development on the Amiga platform 
(see "Ask NewTek"). For more information on LightWave 
3D 5.5, see this month's "Waves" column by John Gross. 
Circle Number 111 



Modeler Commander 



Modeler Commander, by Forest Moon Productions, is a stripling plug-in for 
lightwave Modeler, In short, if brings a user-level macro programming capabil- 
ity to lighlWave 3D Modeler users on Ihe Windows platforms. Modeler Commander 
allows macros (plug-ins) to Ire developed in Visual Basic and lake advantage ol all 
the power that programming environment has; a complete language; a Full user inter- 
lace package: and a professional debugging environment. Alternatively. Modeler 
Commander provides the scripting engines for Microsoft's VBScript and JScripl 
(JavaScript) langoages, which are becoming popular scripting languages lor Web 
pages, Regardless ol Ihe langoage used, Modeler Commander provides access lo 
lighlWave Modeler functionality in a an object-oriented manner. Modeler Commaoder 
can he downloaded Iron the Weh at www.ForestMoon.com. It includes a free 30-day 
usage period and can he registered foi $50. 
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NEW LIGHTWAVE 
PRODUCTS 

PowerMac Sparks and 
FiberFactory; 

LENY CD-ROM 

LightWave 3D 5.5 

Modeler Commander 

NEW 

TOASTER/FLYER 

PRODUCTS 

Caliber 

AVAR Pro + 

Aussie's Multicam 
Editor 




KewM is shipping the award-winning 
Calibar, a pen-size, battery-operated. 
HTSC test-signal generator designed for 
both studio and field operations. 

Priced at $349, Califrar is an RISC test pat- 
tern and black burst generator aimed at 
broadcast engineers, large and small tele- 
vision production facilities, video post 
houses, and video enthusiasts of all kinds. 
Il works for calibrating the Video Toaster 
flyer, too. 

Calibar can be used to irouhleshoot gear io 

the studio oi m the held In addition, it can 
he osed to calibrate video monitors lor 
proper brightness and color rendition. It 
connects easily to any type ol video equip- 
ment and it is simple tnopeiale. 

Calibar is available through more than 250 
dealers and 25 distributors worldwide, 
select retail outlets, and direct Irom 
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TOASTER / FLYER PRODUCTS 

AV8RPro+ 

MegsgeM. Ihe same company thai included the KB! 
Tirneli ne viewer in Flyer 47 lor Iree, has annnunced ils 




. new capability: direct 
software VCR control 
lor autometing the 

transfer si original 
vderilapelnntageinlo 
ttiB Flyer. 

AVBRPro H- transforms Ikffl-like control panel and GUI fea- 
tures AVSRPro uses lor timeline editing sopport into an actual 
set ol VCR controls lor tape control, logging, and anlo-digitiiing, 

AVBRPra • VCR control and aulo-digitiriny works with many 
ppler tape systems via HS42Z/9-pTn or WNC/Conlrol-l con- 
nections. Ibe software costs S399.95. 

For more information (screen shot, DBA, list of supported VCRs, 
and more) see MepgeM's Web site (www.megagem.com) or 
contact: MegsgeM Digital Media, 1903 Adria Ave., Santa 
Maria. CA 93454. (BOD) 349-11 0*. 

Circle Number 114 

Aussie's 
Multicam Editor 

l\\m has released a product foi editors who shoot with 
more than one camera. Called Aussie's Multicam Editor, 
the program, which costs $159, keeps multiple video clips in 
« sync while editing, if 
I was huill to help in 
■ many types ol ptoduc- 
1 linos, such as a two- 
camera wedding shoot, 



******* ,~- 



■tj lis*** 



a three-camera media presentation, or a (ive-cameia I 
production. For music videes, you could even shoot a band lip- 
synching from 50 camera angles, and then synchronic them 
ell to a single music clip. Id use Aussie's Multicam Editor, you 
simply digitize your cameras, sync them up ooce, and you're 
reedy to switch. Ihe program resets all ol the camara clips In 
show Ihe same lima value at the identical Irame. You can even 
set one camera's out point by viewing a second camera. Die 
audiu can either be bounced from one camera to the other cam- 
eras (courtesy of (Wave's ProMix library), or can track along 
as a separate audio clip. 

Aussie's Multicam Editor is available from most dealers and 
resellers. If can also be ordered direct from OZware at (3B0) 8Q5- 

0148, 21230 Meadow Lake Fid., Snohomish, WA 98290. 
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' ightWave 3D 

Video Toaster/Flyer 

Newtek Authorize^ I Mining 



v=rET INTO THE GAME 



Classes: Basic, Intermediate and 

Advanced Lightwave 3D, Video 

yer. Fc nation 

k. 1 -888-767-4884 




Jacksonville University 
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"Surface Effectors makes the once extremely difficult now trivial." 

Mike Stetson, Animator, Foundation Imaging 

On a mission to create stunning Lightwave animations? Yet you lack the speed, the power, the $33.85 
agility to really make it fly? Well, Surface Effectors/DSFX (a plugin for Lightwave) can bring to bear a 
powerful arsenal of tools to help accomplish your mission at warp speed, no matter what the task: 
•"Photorealism: use SE/DSFX for better control of reflectivity and transparency for more realistic 
water, glass, plastic, floor tile, and other non-metallic surfaces. Add cross-surface "dirt" and dust- 
Simulate light bleed from one object to another. Afp 13 

•"Legal and Presentation Animation: use SE/DSFX to create properly registered tire skid marks, 
highlight regions of interest, poke holes in things, do transparent cutaways. Amiga 

•[Character Animation: use SE/DSFX to create accurately IK-targeted irises and pupils and to 



ig your breath). Create properly registered footprints. 
•"Logo Animation: use SE/DSFX to add pizzazz to your next "flying logo". Have full control over __. 
DVE-slyle glints and gleams. Set up signature/writing animations in hours, not days, with Dyna- "'' ~ 
Trails ( a powerful feature that leaves trails of effect on any surface parameter on any su rf ace). 
•" Effects Animation: use SE/DSFX to create fire, smoke, plasma rings, laser burns, deflector shield 
effects, "rezzing" effects, "colorization" effects, dynamic glows (with built-in support for Pontari's 
SuperGlow plugin). 

•"Everyday Animation: use SE/DSFX to envelope your surface parameters, and save hours and 
megabytes used for image sequences. 
Whatever your mission. SE/DSFX can shave hours, perhaps days, from your journey. 

Surface Effectors/DSFX 1.1 

http://www.noble5tar.net/--prems/5urfeff.html (904) 575-6051 (10am to 6 pm EST) 
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Salvaging a fantasy dance 
sequence from Spiting 
results in satisfying 
LiohtWave 3D art. 



BY TDM 




J/vw Scene Comes Alive 

LIGHTWAVE'S FANTASY DANCE 



Welcome to "WaveFX," a regular feature on Lightwave 3D's 
continuing role in feature film and television effects. In the 
past few years, Lightwave has been a fundamental tool in an 
increasing number of special effects. With the efforts of a few fairly small 
companies, the industry has had to sit up and notice what these com- 
panies and Lightwave are capable of accomplishing. With the success 
of such shows as "Babylon 5" and "Sliders," Lightwave has emerged as 
one of the premier 3D packages in the effects community. 



My intention 
with "WaveFX" is 
to get into the nuts 
and bolts of digital 
FX. Not only will I 
be doing ai tides on 
specific shots. I'll be 
coveting the people 
and shops that cieate 
the magical images for 
the big screen. I'll also answer 
questions about special effects and 
any special effects were added hopefully educate and entertain 
(above), you in the piocess. 

First of all, allow me to intro- 
duce myself. I'm Tom Williamson, 
vice president and effects supervi- 
sor for Computer Cafe, Inc. You 
might remember me horn a few 
articles in LightWavePRO. My pas- 
sion for visual effects goes way 
back to 1977, when a little film 
named Star Wars came out and 
warped me for life. I began feeding 



The final "Fantasy Dance" composite 

sequence, as seen in the movie (top) 

and the shot as it appeared before 



myself everything I could learn 
about FX and at age 12 I got my 
first movie camera. I continued to 
make my own films and effects all 
the way through high school 

In 1988, I broke into the busi- 
ness with the remake of The Blob. 
Back then I did animatronics, basi- 
cally robotics for rubber monsters. I 
also tried my hands at motion con- 
trol, miniatures, models, props, 
and all kinds of other FX stuff over 
the course of six years and 25 
films. In 1993, 1 decided to go digi- 
tal and proceeded to teach myself 
3D at home with my Amiga and 
(gasp!) Imagine. 

After a few months of hard work. 
1 decided I might have what it 
takes to break into the digital 
lealm. Quite by coincidence my 
mother-in-law sent me an article in 
the local paper about a CG shop 
that was opening up on the central 



coast of California, wheie I grew 
up. So I grabbed the phone and 
called up Jeff Barnes and David 
Ebner, founders of Computer Cafe 
Both Dave and Jeff were interested 
in doing feature films, so I joined 
the team. With a short list of con- 
tacts and a big leap of faith, my wife 
and 1 moved north. 1 quickly picked 
up LightWave and less than a year 
later we were negotiating our first 
feature film. Lord of Illusions. Since 
then we've been pretty busy and 
we're currently working on our fifth 
feature. Well, enough of that, let's 

get to the effects 

This issue's featured effect is 
the fantasy dance tiansition for 
Trimark Pictures' Spiung, which 
hit theaters in late spring and is 
soon due to video. This was an 
interesting shot not only from a 
technical standpoint but also from 
a creative one. What started out as 
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TEBMS OF THE TRADE 




The matte for compositing lleltj and the Particle Storm-generated "pixie dust" (tight) used in creating the 
"Fantasy Dance" sequence. 



somewhat of a salvage job turned into an artis- 
tically satisfying shot. Here is how we did it. 



The Concept 



The story of VFX-S17 (the shot's real name) 
began during a production meeting for 
Sprung- I was asked by director Rusty 
Cundeiff and producer Robert Hoffman to look 
at a sequence that was giving them some trou- 
ble. The scene in question involved two of the 
mam characters arriving late to a party (very 
late, in fact; everyone is gone). They decide 
that they can make their own music and the 
scene transitions into a fantasy dance with 
both actors dressed in formal attire. Actually, 
that was the problem — the scene didn't really 
transition, and editing alone seemed to be 
missing something. The cut from the wide shot 
was a ptetty tight two-shot, and you didn't 
even notice that their clothes had changed. 

After watching the scene and the taw 
footage, I formulated a plan: We could create a 
transition by compositing the characters from 
another shot, do a wipe reveal, and jazz it up 
with a spiral of pixie dust. No problem! With a 
fairly clear picture m my head we went to 
work. The raw footage was carefully screened 
and selects were made of the characters in a 
suitable position. The plan was to take the 
original shot, generate a clean plate, rotoscope 
the characters from the other shot, composite 
them, add the wipe reveal, and render the par- 
ticle pixie dust on top. Not a simple task, but 
we love a challenge. After the footage was 
scanned and delivered to us on Exabyte, we 
had what we needed. 



The (lean Plate 

In order to composite the two dancers on top 
of themselves, we needed to get rid of them 
from the onginal shot. This was quite a task 
primarily because the shot wasn't locked off. 
Fortunately, we had a few things in our favor. 
For one, the camera stopped and stayed pretty 
stable about halfway through the 900-frame 
shot. Second, the actors milled about during 
the tail end of the shot, revealing the back- 
ground behind them. And finally. Computer 
Cafe is lucky enough to have Kama Moiha. one 
of the finest removal experts in the visual 
effects industry. Using Avid Matador Paint, 
Kama painstakingly wiped the plate clean of 
the actors. This was accomplished by using 
areas behind the actors rubbed through and a 
composite of the using steam on the water 
from earlier in the shot. Another problem was 
the actors' shadows — they kept moving. In our 
final comp the actors would be stationary, so we 
had to use a freeze frame of the dance floor. To 
keep the grain moving (a dead giveaway of a 
freeze- frame) we imported the still into 
LightWave and used our film-grain plug-in to 
create a sequence of frames with movmg grain- 
Then Moiha painted a matte of the surrounding 
area and composited the rest of the frame on top 
of the new sequence. Now we had a shot where 
two actors walk into frame, wander around for a 
little while and "poof," disappear! 



Rotosnpt 



l. Mai 



A shot to be used as a 
background for a visual 
effect. 

A plate with no actors 
or action. This is used 
primarily for removal 
work. 

The process of hand 
animating an element. 
Most commonly used to 
create mattes but it's 
also the technique used 
for electrical effects, 
lasers, etc. The name 
comes from the 
instrument that was 
used to create these 
effects with classic film 
techniques. 

The black-and-white 
image used to 
composite an element 
onto a background. Also 
referred to as an alpha 
channel. 

The process ol putting 
an element onto a 
background. For 
instance, layering a ship 
on top of a space 
scene. 

A backup medium that 
uses 8mm videotape. 



Now we needed some mattes for compositing 
Moiha used Matador's rotosplrnes to extract 
mattes of the actors from both the original shot 
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Right: 

The Null scene ready 
for Particle Storm. 



Below: 
The final composite 
scene in lightwave. 




starting at the frame they disap- 
pear, and from the second shot. 

After creating the matte 
sequences, Moiha went to work 
compositing the actors from the 
second shot into the new clean 
plate. After making some subtle 
tweaks to the size, color, and con- 
trast, the composite was com- 
plete, and quite convincing. Now, 
if we combined the work already 
completed we would 





see the 

shot where the two actors come 
in, meander around, and "poof," 
they're wearing formal attire. Not 
bad already, but now it needs an 
extra splash of magic — enter 
LightWave again 

PiiicDnst 

lb add that extra something we 
decided to use Dynamic Realities' 
Particle Storm to create a swil of 
pixie dust. This also served double 
duty as a mask for the linear wipe 
we planed to transition the com- 
posite. To create the spiral, I went 
into LightWave and added three 
null objects. These were named 
'Spin." "Rise," and 'Emitter" 

The spin null controlled the 
number of rotations, the rise null 
was parented to the spin and con- 
trolled the rate of accent, and the 
emitter null was parented to the 
rise and was used to actually cre- 



ate the shape of the spiral. It 
would have been possible to 
create the spiral with a sin- 
gle null, but it would have 
been time-consuming and 
this allowed the director to 
add more spins without 
much hassle. Once the ani- 
mation was set up, it was 
time to fire up Particle 
Storm. A fountain emitter 
was parented to the emit- 
ter null and set up to emit particles 
with very little velocity and 
reduced gravity. The particle num- 
ber and birth rate were adjusted 
until a good amount of particles 
continued to be released just until 
the emitter null reached the end of 
its animation. The particle shader 
was set up so the particles would 
start white, turn yellow and fade 
out rather quickly and a cube col- 
lision object was loaded and set 
up to be aligned with the ground 
plane. Now 1 had a spiral of parti- 
cles that spun around, bounced on 
the ground, and faded out. After 
everything was set up, a .psm file 
was recorded and a particle object 
was saved. 



The Final (omp 



Now it was showtime. A new 
scene was created by loading the 
clean plate in the background 
and loading the particle object 



with its corresponding psm file. 
The spiral was positioned where 
the actors were in the frame. A 
small plane was added and posi- 
tioned in the center of the spiral. 
This plane was surfaced with 
front projection mapping of the 
composited sequence with a 
transparency map of the 
sequence's mattes. A taller plane 
was added and positioned just in 
front of the first plane. This was 
surfaced with front projection 
mapping of the original shot with 
a transparency map of that shot's 
matte sequence. A transparency 
gradient also was added at the 
bottom of the plane. 

Now it was just a matter of ani- 
mating the front plane to move up 
with the particles to create a wipe 
effect revealing the composite 
underneath. The rotoscope 
sequences allowed the particle 
spiral to seem to go behind the 
actors. The final touches were 
some glow on the particles and 
motion blur. It all added up to 44 
frames of pure LightWave movie 
magic! 

Tom Williamson is effects supervisor for 
Computer Cafe. Inc. You can reach him 

at tomcatjr@concentric.net or 

cafe@computercafe.com. Williamson 

will be teaching a course on film effects 

at NewTek Expo 1937. 



': . Times July/August 1997 



[Select 





JWflKB 



HjMHLl.l.'. 1 



laioDUcrd fri stock! 

Call for a FREE catalog or 
visit us at www.dvdifect.com 



Since 1982 



JftiKO DIRECT 

jalfiSiCi Sat^CE fob Digital Video, 3D/Animation and Advanced Graphics! 



New features in 5.5: 
RencJerGL Direct 3D stipport. 
Morpft Gizmo (lor character 
animaton and lip sync), mdlk 
threaded rendering support, 
voiumetTi: ligning. upgraded M 
color interface, programmable^ 
start-cut keys, new organic 
model tools and mote! 



Video Toaster Flyer 

Vrdeography pros ol every description 
get off to a trying start with Video 
Toaster Fyer. No editing 
system in tne world compares 
to the quality, pr;-ce and ease of 
use QtNewTeVs revolutionary 
Video Toaster Ftyer. The Flyer is a 
broadcast-quality, nonlinear editing 
system tor the Amiga platform. 




CALL for Pricing 



Oxygen 102/202 



This card enables you to -design & manipjlale complex models 
and scenes in. real-lime. Oxygen cards are pure creative fueJ for 
3D acceleration!. Recommended for LighlWav/e 3D 5 5 

Gourayd shad ng ■ Fer&pictiw-sorretl Ie*:-j:e [rapping • Cpb.T.;x$a SC Sfaph C£ 
Alpha binding • Accelerates all OpeoGL and HaUf based app italics 

Ee Dynamic Pfclur« (DVP5M1J [DYP50OZ] *CAU 



Perception 

A favonie among DV Pros, this pack- 
age boasts true broadcast ouahly. 
fuil screen, full motion video record- 
ing, crystal clear component video 
output and 720x480. resolution. 

DPS 

Perception [DM5003]..... '1649" 

Live Video Capture Card iOP-S5[H)2] '879" 

Perception w/ Capture Card Bundle [DP-S5Q04] 'CALL 

A4V Digital Audio for Video Recorder [DP-5501Q] '1 249" 
FX-2500 [DP 550091 '879" SD-2500 [0MH12] . . 'CALL 




ImageFX 



Get ImageFX. the Amiga's premier image pro- 
cessing package, and you'Jl lind yourself cre- 
ating and manipulatjng images with every too! 
you need right at your fingertips! 



Nova Design 



(NVD1003} s 239* 




Impact! Add motion physcs and gravity 
to your LighlWave 3D files and otjecls* 
impact' aulomaticasiy computes each objetfs 

mass, inertia and center of mass, 

_ bnpoct! [DH-IMW]^319 W 

Dynamic _ . :i • rt* : , 

»■«" Stnpper [DH -12007] *1 I 9" 




macroForm 2.0 

More than a simple plug-in, MacroForm makes 
LightWaue 3D Modeler feel like an entirely new 
3rd upgraded program! 

One and Only Medio [MQ2001] '279" 




Puppet Master 

Puppet Master is the answer to complex char- 
acter animation needs. Complete control ever 
she points ot your object in the layout portion 
of Lightwave 3D. 

[LT-S20021 s 299" 




VerfiLettric 

This Lightwave 3D plug-in creates electrical 
effects m tne Modeler and Layoul portions of 
LighlWave 3D. Whether you want to spice up 
your logos, or produce realistic effects, 
Vertlectrc has a place in your toolbox! 

Blenins Enterprises [VEB2001] s 79" 



World Construction Set 2.2 

Create stunningly photorealistic images ol our 
Earth, other planets or worlds entirely Irom 
ycjr imagination irtrji tnis powerful software 



Quslor 



[QS-TSOOIJ '579'' 



OUR PQUGY: V.H. Mastert2a/tf Anaian BpfBsaian&Qisconr accepted Wa strcharge en c?ao: ca-c cme.'s. Creaca" <s .::; cna'ged -,n " ar3=:sr.ps SB 00 COD fee cast c-.y Fr<cas .; : 
subject to change without notice. Call (crcu-ver]! pricing Wearerr ;::.--; :jjy ::::■*;- :■: y:s •£ \- -:.v;:- -c">r= ■:■ Jems retted ar.J r,j; e>:ra~:e-2 *c sa^e Cos:c-Te r .s wspor- 
stole tot retm stopping Returns accepted for W slays alter inwxe date. SHIPPING 0-5 ts $5.00. 5-20 lbs a&$tWb.Gver5tos.cver20ib$.ado'5Qc,'& overJQAx. Pates appiy to o-vers 
shrppetf trt (fie LUlBfflDtt/ US only Cana&an (vder add $5 00 for yet.- p.~te:r-cr ••■? &c-:* -rej '. :j-J; r-Xfogbly i NTK5707- 1 t0?i 

Circle #223 



are 

3391 NS Micropohs 9 IGB Ultra SCSI 7,9™ St. 199.99 

3D XrJttUion.PC2TV ATI SDRAM 2UB4MB PCI I34.9SVI3S.9S 

4345NS Mcrapohs 4J8BIAt8CS ' HW 72999 

AiGotdia 1 aitkii •-;« 

AlllI II Quantum 9.1 OB Ultra SCSI T.9ms 1,279-99 

Fen GL 1X0 Daram WHAM FCI (gMa,4MS|. 2iJ »379 99 

Oiyrjan IB Dynamic Picturtt S0«AM PCI SUB rfsr' CAU 

Pereooal tbc iv msec dps imm 

PerHnji VScope VH20K EPS T»« 

PowerShot SCO Carrol . 989.99 

. CAiX 
124999 

no n 

1 ,079.99 
1.199.99 



:r. -!.,-._; 



Spart DPS wmPien^re4 2 

S71SI7IN S«9>ni 9.IG6 Wra SCSI;-, 

5TKI7IN Seagata 1 SGB Uttra SC5I Brrs 

SludioCaid Anta. 

TARCA 1 HM Trusvlilcn PCI »,' Adobe Pr.miir. 4.2 

Volocity 3D STB EDO VBAH(.ORAM) PCI 4M&8M8 



are 



ISPert-BClPaopte Aans 

AHer Effect 3.1 Adobe., 

DtBibtliznr Pro EquUibriLm 

Do'jilflr MouC'cati:ri . , ., 

Hollywood FX 3.0 S^rergy inlebDEC Alph! 
KW'a Powar Tooli 3.0 MetaCroallona 
Logo'Wiiard I5E Intel. 
MaCtoForm 2,0 Of>a Ar>j Only Mwfca InWDEC Alpha 

MadSc«ntsiCoNKlicr A:L.ri5 

Panicle Type Meiiograi*: Intel . . 

Pr.jjlc Impjtl 3.01 Ulead S> i !'.■;■:■ s 

Photoshop 4.0 Aaefc* . 
Pmel3D Forward Design 



. 384.99 

....27999 

121,99 
16949 

.. 2^W 

. B9.93 
79 og 
69.99 
55999 



Propakl Mesiografi: Intel tEC Alpia 

Ro-icf lor bghWave IS£ l-Jo 

Scene Mrjch«e Radkisrty Scl^aip 
Snadflfman Dynarrc Peatocs :n'dCECA!c.i3 
Spalls Mctfogiafu "nteitEC Alpha . . . . 
VidfloAcllonNT^S Stir Utdls Syftt.-na 
WarYeNet Pro for LigntWaive AtH SoluWins. 
xRui3.0 Hactom-eaia 



139 



M999 

9a'199B9 

CA-L 

. t ■ '-: '- 

395 99 



PLATFORM KEY 

New lo Digifol Video Direct! For easy reference, color-coded 
butlons itlsniify operating pFalformi available for ea<h product. 



O Windows 

Qmac 



O DEC Alpha 
Q Amiga 




DV DIRECT 



PO 8« 451 2 Olcmpcigrr. liliwil 6 1 H6-651 2 

EXPLOSION OF NEW PRODUCTS! 
SAME DAY SHIPPING! 
INTERNATIONAL ORDERS WELCOME! 



888-383-5933 

TOLL FREE (888 - D VD -LW30] 



Sales Man. Fri. Sam -10pm £ Sal flam-6pm CT 

Customer Service: Man.- rn fcr.i iu.r li 

24 Knur Order Fax: 217-356-4312 
Customer Service: 217-355-2785 
Internet Orders: SoluttOtfiS@dvdirect.com 
Inlernatianal Sales: 217-355-2785 
Web Sile: www.dvdire<r.«jm 



\sm 



Vjlbb. 



302 738 9259 24 Hour Fax 
302 738 9046 Orderline 
302 738 9267 Infoline 






4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 



SAME DAY SHIPPING! 

http://www.devineinc.com 

EMAIL:devine@devineinc.com 

ORDERLINE 1 800 699 4049 



Amiga Hardware 



ASM Video Adapter IH022UI S 19 

Clanly!6 1*02703] \V> 

Cybervision it 3D W/4MB (»022<55] 249 

Cybervision 6a Seen Doub l»02251l 125 

CKB Cobra 1200 33/33.'2Q 1=02052) 149 95 

DKB Megochip 2000/500 l»02400) 149 95 

D<3 MuWston II 6A 1*039021 29 95 

DKS Gapidfire 1*02101) 139 95 

0KB Spirtife [#02111] 79 95 

DK3W,ldfire 68060 A200Q (H020S01 1199 

GVP I/O Extender 1*0230)) 109 

CD Flicker Free Video II 1*022071 239 

Little Magic Box IY/CI 1*02216) 

Megalosound l«02704| 49 

Mlrji Interlace. Pyramid 1*02700] 39 

eel-.no 22 1*022311 509 

Betna 23 1*02224) 549 

Supergen 5X 1*02206] 689 

Supergen SX Studio 1*02216] 739 

Sync Strainer 1*032021 45 

Video Flyer v4.u 1*022021 Call 

Video Toaster v4 1 . |»02201l 2045 

Vidi 24 RT 1*022381 269 

Vidi 24 RT Pro 1*02222] 329 

Viltogetronic Anadine 1*07004) 249 

Villagetrorilc Liana l*070))l 89 

Villagetronic Picasso II* 1*02213] 269 

Viltagelronic Picossa IV 1*022331 429 

Vlab Motion 1*022231 1499 

vlab rVtolion/Z2/Tocatto 1*02253] 2499 

Vlab Morion/23/Tocatla 1*022251 2749 

Vlab Y/C External 1*02242] Coll 

Vleb Y/C Internal 1*022261 Coll 

Wizard S60DPI Mouse 1*0440)1 24 

YCP-GAV/C Adapter 1*02240] 95 

Y/C Plus 1*022411 849 



Amiga 
Software 



SAS/C Dejelapement 
Scala Art Library II 
Scala Art Library II] 
Sca'a MM300 
Scala MM400 
Scala MM400 Upgrade 
Sequencer One* 
Termite TCP'tBrowse 
Turbo Calc 3 5 
Twist 2 Database 
Typesmith 2 5 
Upper Dis* Tools 
WordWonn 5 
World Conslruc Set 2 
World At las CD 
ZipiJa;; Tools 



1*55006) 
(*55007) 
(»55002) 
(#55000) 
(»55004) 
(*54004 1 
1*53005) 
(#54005) 
1*54006) 
(S540O7) 
1*53052) 
1*54006) 
1*51004) 
1*56000) 
1*53019) 



149 

1995 

1995 

139 

199 

69 95 

35 

B9 

59 

■■'■ 

29 

:■? 

■ ■I, 

: ■" 



Apollo / Phase 5 



Apollo MmiMegiChip 149 

Apollo AS00 68030@33mhz 1 99 

Apollo A600 B8030@50mhz call 

Apollo 1260 6S060@50mhz 699 

Blizzard 2060 6B060 w/SCSl 849 

Blizzard 1260 68060@50mhz 749 

Blizzard 1260 SCSI II Controller 149 

Cyberstorm 68O60@50mhz MK2 849 

Cyberstorm MK2 SCSI II FAST 1 39 

Apollo 3D60 68060 @ 50mhz 699 

Cyberstorm 6B040@40mhz 549 

MPEG Decoder for CV64 ca 



AmigaDos 
3. 1 Kits 
$99.00 ! 



Great Valley Products T-REXX-II 

- Up to 1600% speed increase Desktop 4000/030 & 800% for 68040 25mhz owners 

- Available for A4000 Desktop with 128MB ram expansion for A4000Desktop 

- SCSI I & II FAST HARD DRIVE CONTROLLER INCLUDED - Up to 10 MB/Second transfer rate 

68060@50MHZ BOARD(#02084) $895 

low heat, power & profile simms for maximum performance - * MB 40NS col lor 
REMEMBER! We have our LIFETIME WARRANTY on CPU, FPU •*■ *?? ....** I 

and RAM IMEMORYI chips! MMB *a* ^rio 



TRADE IN YOUR OLD 
ACCELERATOR & PAY 
ONLY S (call for details) 



Warp Engine upgrade kits 
40mhz (#03600) 95.00 
33rnhz (#03605) 75.00 



Amiga SystemsjlNon Linear HW 



We have older A4000/3000/2000 CALL 
reconditioned systems now 
available. (Limited quantities) 

Amiga 4000T SYSTEM (#01109) 1 995 

6S040 © 25HHZ • 1.2GB HD ■ 6M3 RAM 
SCSI II HD Controller Card - Software bundle 

Amiga 1200 SYSTEM (#01107) 599 

68020 « 16MHZ - HDs Avp.iab!e-2M8 RAM 



Lightwave 5.0 
$1099 

Adobe Premiere 4.2 S475.00 

ANTEX STUDIO CARD 

AWESOME PRICING $ 999.00 



®Tr 



UFMSION 



TARGA 2000 RTX 7995 

TARGA 2000 DTX 5495 

TARGA 2000 (PRO CALL!] (#02276) 2995 

TARGA 1000 (PRO CALL!) (#02210) 1499 

BRAVADO 1000 (#02219) 599 






(*51077l 

=■ :. . . 




AMITCP/IP 


AWeb II 


(#53047] 


44 




(#54002) 


SB 


Address it 1 5 


(#5304B) 


26 


BUz Basic 2 1 


(#51033) 


6S 


--.■- - ■'■- 


(#51079) 


239 


Control Tower 


"■" :-■■ 


139 


Co Pilot Audio 


(#54000) 


90 


Co Pilot Video 


(#55003) 


90 


C'oss Mac 


(#50000] 


S3 


Coss DOS 6 Pro 


(#50001] 


39 


CycergraphiH 


(#53D04) 


49 


Dem-Rom 


(#51080) 


29 


Deluxe Paint 5 


(#51017) 


119 


Diavolo 8-Up Standard 


(#53049) 




Diavolo Backup Pro 


(#53050) 


98 


DiQiial Universe 


(#55001) 


124 


Directory Opus 5 5 


(#53013) 


69 


Easy Ledgers II 


(#51061) 


145 


En Pnnl 2 1 


(#53024) 


29 


Diskmagic 


(#53033) 


:':■ 


Garnesmith 


I #56002) 


■ ■• 


Gigamerr 3 1 2 


(#53051) 


'•■ 


GP FAX Generic 


(#53030) 


47 


Hi Sod Basic 2 


(#51082) 


--■ 


Hollywood fix 


(#50003) 


;:■; 


Image F/X2 6* 


(#53005) 


215 


Imagemaster R/T 


(#510831 


75 


impact' 1 05 


(#51051! 


195 


interchange Plus 


(#53010] 


95 


Kara Collection 


(#510111 


79 


Lightwave 5 


l#51037) 


1095 


Lightwave 5 Upgrade 


IS51031) 


2S9 


Lock & Key 


(#510B6) 




Macrolorm 2 


(#53053) 


229 


Mam Actor Broadcast 


(S51013) 




Mam Actor professional 


(#51141| 


■[• 


Multimedia Backdrops 


(#5500B) 


14 


On Ihe ball 


(#53041) 


■■■• 


Pageslream 3 0* 


(#51012] 




Pro Vector 3 


1051084! 


17S 


Pro Wipes 2 Vol 1 or2 


1*53054] 


59 


R3dar 4000 


(#51007) 


. ! 



Video or Motion DC 10 
Video or Motion DC 20* 
Video or Motion DC 30* 



DV100 

$519 



3JS 

E4 = 



= wir= k 



VIDEO TOASTER & FLYER SYSTEMS 



Amiga 4000T System 



Motherboard with two video slots, five zorro til slots, 3.5" (#011111 
floppy disk drive, mouse, keyboard, two megabytes of $1795.00 

equtres a must purchase processor «"' ' ,,,,., » , _,, 

ptlon listed befow. ram _ J00O+ megabytes of hard disk space, software bundle 

Processor Options - A4640/A3640 68040 @ 25mhz w/CPU, mj&AWtumiws) $ 200.00 

up to 400% faster .Two 5 ,mm sockets MS Warp Engine 68040 @ 40mhz w/CPU, FPU & MMU (#02079) S 595.00 

up to 800% faster ,Four simm sockets A4660 68060 @ SOmhz w/CPU, FPU & MMU (#02089) $795.00 

Memory Options - 1 Minimum ol ten megabytes of ram required, more recommended ) 

REMEMBER' We have a lifetime warranty on nil memory purchased ,,'/.;£,' ,' X J2 oOns Simm I403400) 
from Be Vine Computer Sales! mB 2x32 6Qns sjmm ( #0 3401) 

16 & 32 MB SIMMS are for use with MS Warp Engine & A4660 '6MB 4x32 60r>S Simm (#03402) 

Processor Opfions, they will not work on the A4000T Motherboard! 32MB 8x32 60nS Simm (#03403) 

(#02201) 



VideO TOaSter 4.1+ - (Hardware ♦ Lighlwave Swilcher Character Generator Paint Prg ) 

Video Flyer 4.1+ - 1 v.deo Toaster required' i 

9.1 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 9S%* HOS Mode 1 Thais approximately 35 minutes of HQ5 footage' (Standard mode stores even more 1 ) 

4.6 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 9S%+ HQ5 Mode' Thats approximately 18 minutes of HG5 foolage' (Standard mode stores even more' ) 

2.1 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%+ HQ5 Mode 1 Thats approximately B mmules of H05 footage" (Slandard mode stores even more' ) 
OCtOpUS Liable -(Required lo connect Dyer to e»lernal cabinet ] 

Midtower Chassis / External Cabinet - 

Houses up lo NINE devices five 3 5" bays four 5 25 bays 250 wait power supply three 
miernal sesi daisy chain cables 77 wide x 1B 1" tall. 16 6" long 

20x Plextor CDROM Drive & ASIM CDFS 3.8+ - 

Required to install loasler / flyer software 



(#022021 
(#145571 

(#14544) 

(#14568) 

(#03205] 
(#03304) 



$ call 

for 

lowest 

pricing 

$2045.00 

SCALL 

$1150.00 

$ 859.00 

$575.00 

$ 99.00 
$ 195.00 



(#14219) $249.00 
(#53001) $ 49.00 



* LIFETIME WARRANTY ON ALL CPU & MEMORY CHIPS 
OVER SIX YEARS IN BUSINESS - NO SALES TAX IN DE 
CALL FOR LOWEST PRICING 1 800 699 4049 



DIGITAL 



PROCESSING SYSTEMS INC 

Perception Video Recorder (#02217) 
Perception Caplure Option (#02248) 



RS 422 Option (#022-19) 

Bundle wilh external cable (#02227 ) 

Perception Audio A4V (#02243) 

Perception FX Accelerator (#02250) 

Time Base Corrector IV (#02203) 

Time Base Corrector III (#02235) 

Vector Scope (#02221) 

Animation recorder A / PC (02236/7) 

Spark w/o Adobe Premiere (#02281) 

Spark & Adobe Premiere (»022a0) 



1590 
859 
185 

2369 

1229 
825 
795 
S65 
795 

1599 
595 
849 



Tape Backup 



MWTE 

8700 LT External (#14951) $675 




60MB per minute 
2 year warranty 

7 /14GB 

uncompressed / 

compressed 

SCSI l & it 

8mm 160771 



8MM 160M TAPE (#15205) $15.00 

8505XL Internal $1780.00 

Same specs as above &700LT but can also 
turn off compression and can venfy data 

Eliant 820 Internal $1349.00 
Same as above 8700LT but twice as fast ' 

Mammoth 20/40 (#14957) 3999 

30T2k / second - two year warranty 

20GB uncompressed / SCSI I & II 

40GB compressed / 8mm 170m 

BACKWARDS COMPATIBLE 

WITH OLDER 16QM TAPES 

8MM 170M TAPE (#15209) $95.00 

SONY 

SDX 300 25 / 50 (#14953) 3699 

3072k /second - two year warranty 

25 GB uncompressed I SCSI I & II 

50 GB compressed / 8mm 1 70m 

8MM 17 OM TAPE (#15209) S95.00 

<$? Seagate 

TAPESTOR 8000 (#14958) 335 

1024k /second - two year warranty 

4GB uncompressed / SCSI I & II 

8GB compressed / TR-4 Tape 

TR-4 8GB TAPES S3S.00 

CHEYENNE BACKUP SOFTWARE 
$175.00 



CPU&FPU Upgrades 
and Replacements 



6S040RC40 W/MMU & FPU (9034041 95 

6804Q3C33 W/MMU & fPU l#03405l 95 

680408C25 W/MMU 8. FPU l»03406l 49 

68030RC50 W/MMU l»0340B) 79 

6B030SC40W/MMU l«03409| 69 

68030RC33 W/MMU l«0341l| 59 

68030SC25 W/MMUI |»034l2| 49 

6BSB2RC50 MATH CO- PROCESSOR I»034l4| 65 

58882SC40 MATH COPROCESSOR 1*03415! 59 

68882BC33 MATH CO-PROCE5SOR I»034l6] 39 

68S82KC25 MATH CO-PROCESSOR IS03440I 29 

688B1RC25MATH CO-PROCESSOR I»034l7l 20 

INTEL PENTIUM II 266 \fitif>\ ca \\ 

INTEL PENTIUM 200 MMX IK03606I 329 

INTEL PENTIUM 166 IK03602) 249 

INTEL PENTIUM 150 1*036071 225 

Extensive stock of Motorola, Intel, & 
Cyrix processors available, so if what 
you are looking for isn't listed, call us! 



Memory /Ram Chips 



SIMMS 

64MB 72PIN 16x32 60ns (#03442) C 

32 MB 72 PIN 8x32 60ns (#03403) A 

16 MB 72 PIN 4x32 60ns (#03402) L 

08 MB 72 PIN 2x32 60ns (#03401) L 

04 MB 72 PIN 1x32 60ns (#03400) ! 

GVP SIMM 32 
4MB 64 Pin 60NS $ 79 
16MB 64pin 60NS $115 

A3000 1x4 SCZips 60ns 
(#03429) 4MB $ 40.00 

256x4 DIPS or ZIPS S 3 00 each 



MONITORS 



CBM 1084S 


299 


CBM 1950 


299 


Amiga M143BS 


345 


Amiga M1764 


675 


Toshiba 20" Multiscan 


459 


Sync Strainer Adapter 


45 


DB15PF-DB23PF ADPR 


25 


Cables . Cables Cables 1 


call 


CBM A520 Video Adaplr 


19 


Expansion 





System 

CD-XDSfortheA1200 

- use inexpensive ide cdrom drives with 

the internal ide conlroller and still use 

your internal hard disk drive 

$79.95 



Removable 
Media 



lOMega Jazz Internal (#14908) 
lOMega Jazz External (#14907) 
lOMega Zip Internal (#14906) 

lOMega Zip External (#14905) 
Syquest 44MB Internal (#14900) 
Syquest 105MB Internal (#14960) 
Syquest 135MBExternal (#14959) 
Syquest 270MB Internal (#14904) 
SyQuest 1 5GB SCSI (#14913) 
SyQuest 1 5GB IDE (#14916) 
44or88MB Syquest Cart 15200(1 
270 3 5" Syquest Cart (# 1 5202) 
Jazz Cartridge (#15213) 

ZipCadndge (#15210) 



299 
399 
139 
139 

99 
189 
199 
329 
375 
375 

49 

54 
129 

19 



CDROM 
Drives 



PLEXTOR 20X Internal 
3072k/second - 95ms 
see* time - 256k buffer 
scsi l&ll- Caddytsss 
PLEXTOR 20X External 
also includes case with 
power supply fan & 
DB15-CENT50 cable 
TEAC 16X Internal 
2400k/secona - t50ms 
see* trme-5i2k buffer 
scsi I & II - Caddyless 
TEAC16XXternal 
also includes case with 
power supply, fan £. 
DB25-CENT50 cable 
ASIM CDFS (AMIGA) 
FWB TOOLKIT (MAC I 



(IM4219) 249.00 



(#14220) 299.00 



1*14127) 199.00 



(*1412B) 249.00 



(#53001) 
(#53043) 



49.00 
15.00 



CDROM RECORDERS 



YAMAHA CDR-400 

6x READER & 4X WRITER 

INTERNAL (#14207) S 599.00 
EXTERNAL (#14706) $ 658.00 

PHIUPS CDD-2600 

6x READER & 2X WRITER 

INTERNAL (#14213) S 375.00 
EXTERNAL (#14708) S 433.00 

PHIUPS CDD-3600 

6x READER & 2X REWRlTER 

INTERNAL (#14215)$ 499.00 
EXTERNAL (#14221) $ 558.00 



Master ISO (AMIGA) (#53002) S 139.00 

Toast (MAC) (#530381 S 95.00 

EZCOPRO (IBM) (#53037) S 95.00 



See Us On The Web "http://www.devineinc.com" 
Email Us At ! "devine@devineinc.com" 



HARD DRIVES 



(W Seagate 



Quantum* 

9.1 GB Atlas ll-N Ultra (#14548) 1150 

9.1 GB Atlas ll-W Ultra (#14576) 1199 
perception / flyer drive 

7200 rpm - 8ms - 5 yrs 
4.6 GB Atlas ll-N Ultra (#14544} 849 
4.6 GB Atlas ll-W Ultra (#14574) 899 

perception I flyer drive 

7200 rpm - 8ms - 5 yrs 
4.3 GB Grand Prix (#14506) 799 

7200 rpm - 8ms - 5 yrs 
3.8 GB Fireball (IDE) (#14540) 339 

4500 rpm-10 5ms-3yrs 

3.2 GB Tempest SCSI 349 
3.2 GB Tempest (IDE) (#14571) 275 

4500 rpm-10 5ms-3yrs 
2,5 GB Sirraco (IDE) (#14536) 299 

great with dps par 

2.1 GB Tempest SCSI (#14572) 299 

4500 rpm - fOms - 5yrs 
IBM 2.1GB SCSI IS.II (#14524) 349 

8 MS- 5 YRS 
IBM 540MB SCSI l&ll (#14523) 199 



23G9 ELITE 42345 IN 

23G9 ELITE 423451W 

10000 RPM! 7.5 MS.' 

NOTHING IS FASTER! 
9.1GB CHEETAH 19101N 
9.1GB CHEETAH 19101W 

7200 rpm - Bms - 5 yrs 

99. 10*% H05 i" 

9.1GB Barracuda 191 71 N 

9.TGB Barracuda 191 71 W 

10000 RPM! 7.5 MS! 

NOTHING FASTER ! 
4.5GB CHEETAH 34501N 
4.5GB CHEETAH 34501W 

7200 rpm - 8ms - 5 yrs 
4.3GB Barracuda 34371 N 
4.3GB Barracuda 34371W 

7200 rpm ■ 8ms - 5 yrs 
2.1GB Barracuda 32171N 
2.1GB Ban-acuda 32171W 
S2520A 2,5GB (IDE) 



(*14547) 
(#14517) 



(#14613) 
(#14614) 



(#14549) 
(#14569) 



(#14615) 
(#14516) 



(#14553) 
(#14567) 



(#14563) 
(#14570) 



2699 
2799 



1595 
1649 



1199 
12S9 



899 

949 

699 
775 

549 
575 
229 



MICROPOLIS 



5 Year Warranty-7200 rpm 
512k buffer- 7 9 MS access 
99 50%* in H05 moda3 5" 

9.1 Tomahawk 3391 N 
9.1 Tomahawk 3391W 

2MB buffer'-? 9MS access 
9.1 Tomahawk 3391 N AV 
9.1 Tomahawk 3391W AV 

512k buffer-7 9 MS access 
4.5 Tomahawk 4345N 
4.5 Tomahawk 4345W 

2MB buffer 1 -? SMS access 
4.5 Tomahawk 4345N AV 
4.5 Tomahawk 4345W AV 

These new drives have 
proven to be extremely 
reliable ! Up to 100% 
Digital on DPS Perception 

6 99.5% on Newtek Flyer I 



(#14557) 
(#14545) 


1125 
1175 


(#14609) 
(#14610) 


1299 
1399 


(#14557) 
(#14558) 


745 
799 


(#14611) 
(#14612) 


799 
825 




302 738 9259 24 Hour Fax 
302 738 9046 Orderline 
302 738 9267 Information 

4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 



ORDERLINE 1 800 699 4049 



AMEX, DISCOVER WWSTER CASE, VISA. D-NSK CLUB AT.© COO AIL ACCEPTED tWHL PREPAY- 
MENTS TO THE ADDRESS ON LEFT PRICES AND SPEClf CATION ARE SUBJECT TO CHANGE WITH- 
OUT NOTICE DH£CTIV£ ITEMS, t£f\AC£0 WITH SAjWE lf£M ALL 5,Ai£5, Aft£ flNAL AFTER TEN 
DAYS RETURNS ARE SUBJECT TO 15% RESTOCKING FEE PLEASE CALL 302 735 9267 FOR RAM* 
BEFORE RETURN NG MERCHANQ5E. RETURNS WITHOUT RrVAa WILL BE REFUSED. SH:PPtNG !S 
NOT &E FUNDABLE WE ARE NOT RESPONSIBLE FOR INCOMPATIBILITY Of PRODUCTS CODS ARE 
CASH ONLY COO FEE IS 56 00 " 59.95 15 FOR AJRBOHr* EXPRESS SELECT DELIVERS SERVICE UP 
TO FM POUNDS If J ACTUAl AND/OR DIMENSIONAL WEIGHT 



CALL 800-544-6599 

MON.-FRI. 9-6, SAT. 9-5 CST 
INFORMATION 414-548-8(20 • FAX 4 1 4-548-8 130 
TECH SUPPORT RMAs 414-548-8159 • 2-6 PM, Mon-Fri. 




WE NEVER CLOSE 



V/SA 






Safe Harbor 
Computers - 

Your Complete Source few- 
Digital Video, Animation, 
and Multimedia. 



Visual Inspirations 

Batch Factory, Amiga 49.99 

Control Tower, Amiga 139. 00 

Corporate Video Backgrounds is a 
collection of 250 visually stunning, 
royalty-free backgrounds which can be 
used in any Mac, Intel, or Amiga-based 
Video Editing Facility,., 
Corporate Video Backgrounds. ,.89. 99 

Decision Maker, Amiga 199.00 

Road Signs, Intel/Amiga 49.00 

Surface Pro provides you with over 60 
new seamless, image-based surfaces 
that are instantly available through 
Lightwave. No matter what the shape 
or size you'll never see a seamline... 
Surface Pro for LW, Amiga/Intel .59.00 




Harness the power of / - 
Image F/X with Visual 
F/X for Image F/X and turn out 
top notch images and video sequences. 
Includes volumes of transitions and 
Special FX templates; each volume 
comes with 20 effects and has a full 30 
frame preview attached to each. 
Visual F/X/lmage F/X #1, Amiga ...89.00 
Visual F/X/lmage F/X #2, Amiga. .110.99 






Dab, Intel 89.00 

Dab, DEC Alpha 89.00 

Extract Audio, Intel 59.99 

Fiber Factory, Amiga , 67.99 

Fiber Factory, DEC Alpha 129.00 

Fiber Factory, Intel 89.00 

Fiber Factory, Mac 89.00 

Motion Master Vol. 1 or 2, Amiga, 85,00 

Particle Type. DEC Alpha 99.00 

Particle Type, Intel 79.99 

Point At, Intel 59.99 



ProPak Bundle, Intel 219.00 

Sparks, Amiga 126.00 

Sparks, DEC Alpha 199.99 

Sparks, Intel/Mac 154.99 

Wobbler, Intel 59.00 

Wobbler, Mac 69.00 



2 SPSeagate Quantum™ 

™ Quantum 1280S 1.2GB SCSI-II 3.5" ... Call 

"■• Quantum Atlas 2,2GB SCSI-Ill 3.5" K/V^Call 

GG Quantum Atlas II 4,5GB Uitra Narrow ^ J 9dl fof7 

Q Quantum Atlas II 9.1GB Ultra Narrow/Wide JS i°i'esf ^ 

& Seagate ST32109N 2.1GB Ultra Cayman "^V* *5 

' Seagate ST34371N 4.3GB Ultra Barracuda i/\#>*air 

°C Seagate ST34501NM 4,5GB Ultra Cheetah "...Call 

^ Seagate ST1 9171 N 9GB Ultra Barracuda Call 

^ Seagate ST19101N/W 9.1GB Ultra Cheetah Call 

^ Seagate ST423451N 23.4GB Ultra Elite Call 



Forge 4.0 CD • This package 
allows access to an extensive suite 
of signal processing and special 
effects tools. Uses include pro 
audio post-production, multimedia 
authoring, sound design and music 
creation... 
Sound Forge 4.0 CD 299.00 

Plug-In Pack - This money saving 

bundle includes Noise Reduction, Batch 

Conversion and Spectrum 

Analysis plug-ins for 

Sound Forge 4.0... 

Plug-In Pack 309.00 

Noise Reduction 

Plug-In 159.99 FOUNDRY 




CD Architect, the ideal CD mastering 
program. Now you can read and write 
Red Book audio to a recordable CD 
directly from Sound Forge 4.0!... 
CD Architect 259.00 



SONIC 





Macroform 2.0 is packed with 
over 20 powerful, feature-laden 
modeling tools & utilities for the 
Lightwave Modeler; also includes 
"3D Modeling the Natural Way" 
manual/handbook... 
MacroForm 2.0... Amiga 203. GD. 
DEC, 279.00, Intel 245.00 



Or\e And Only Media 



*B*Z 






Inferno ■ You asked 
t for it, so DKB devel- 
oped it, The new 
Inferno 4MB graph- 
ics card for the 
WildFire. This PCI expansion card 
uses the Cirrus logic 5446 chip and 
gives you true color images in 24 bit 
screen modes up to 1280 x 1024... 

Inferno 349.00 

MegaChip 2D00 Double the amount 

of Chip Ram for your Amiga 2000 or 

500... 

MegaChip 2000/wAngus 152.00 



Rapidfire SCSI-II - Zorro li hard card 
for your Amiga 2000. 3000, or 4000 
holds 8MB of memory; passive 
termination; 25-pin connection for 
external SCSI devices... 

Rapidfire SCSI-II 149.00 

Spitfire SCSI-II - A low cost controller 
option for your Amiga 2D0O, 3000 or 
4000... 

Spitfire SCSI-II 89.00 

WildFire 2000 Accelerator Holds up 
to 128MB of RAM; includes PCI bus 
for expansion- 
Wildfire 2000 1189.0D 



The Camelol Collection CD 
includes 300+ models and 
textures to bring the mystery 
of the Middle Ages to your 
*~- favorite 3D application... 

' Intel/DEC Alpha/Mac 129.00 

The Interior Design Collection CD 
will help to create complex residen- 
tial and office scenes... 

Inlel/DEC Alpha/Mac 129.00 

The Wright Collection CD 
features145 models of home 
furnishings ala Frank Lloyd Wright... 
intel/DEC Alpha/Mac 129.00 

REPLICA Technology 



Surface Effectors 
/DSFX1.1 This 
powerful plugin 
unleashes your 
surfaces in 
Lightwave, 
allowing you 
hAo"', to achieve 
dynamic 
surfacing effects 
in record time without resorting 
to complex image mapping 
sequences... 

Surface Effectors/DSFX 1.1... 
Intel/DEC AIpha/MAC/Amiga 79.00 




Co-Pilot Video 1.0. Amiga 84.00 

Co-Pilot Audio. Amiga 84.00 

Aussie's Fast Frames 1.0, Amiga.49.00 
Aussie's Fast Frames 2.0, Amiga ..75.00 

Multicam Editor 139.00 : 

Aussie's Speed Zone 75.00 . 



CfZware 



ORDER 



U REL 



www.sharbor.c 



TOASTBt/HYB SOFTWARE 



Audio BlackBox 95.00 

Audio Thunder 69.99 

AV8B 215.00 

Digital Motion Flyer Clips CD..129.00 

Flite Gear 4000 160.00 

Flyer Mastery Guide (book) .55.00 

Fly F/X CD. Amiga 189.00 

ProMix 95.00 

Radar 4000, Amiga 299.00 

Render FX 125.00 

VideoGemsCD 95.00 

YBT 79.00 

3D ROM Vol 1 or 2 CD 69.00 

Adobe Premiere 4.2 479.99 

After Effects. Intel 649.00 

Art Effect 2.0, Amiga Call 

Power Effect. Amiga 45.00 

Superview. Amiga 45.00 

Boris Effects Pro 2.1 399.00 

Boris Effects Ltd. Intel 139.00 

Bryce2 2.0. Intel 169.00 

Cinema 4D/MagicLINK V3 .229.00 

Detailer. Intel/Mac 299.00 

Digital Museum CD 115.00 

drawStudio 2.0 Call 

Final Effects AP, Intel 139.00 

Hash 3D Anim. Intel/Mac ..185.00 

Hash 3D Master Pro 550.00 

Hollywood F/X 3.0, Intel ...499.00 

Imagine (Windows) 389.00 

Infini-D. Intel/Mac 389.00 

Media Motion 3.0, Intel 145.00 

Media Studio Pro 5.0 439.00 

Monu ment Designer V2/2f ..1 99.00 

Monument Designer V3 329.00 

Painter 5.0, Intel 299.00 

Plaid Companion CD 28.00 

Poser 2, Intel/Mac 149.00 

Power Surge/Adobe plug-ins.Calt 
Pro Wipes 3,0 Vol II, Amiga ..60.00 

Pyromania I or 2 CD 139.00 

Pyromania I & 2 CD bundle ..219.00 
Ray Dream Studio, Intel ....285.00 

Take 32 CD, Intel 89.00 

trueSpace 3.0 699.00 

Wave Filter, Intel 149.00 

Wave Maker 2.5, Amiga. ...125,00 
World Construction Set Call 

AVI Load 2.1, Intel 49.00 

Humanoid Call 

Impact, Intel/DEC 299/359.00 

Light ROM Vol. 4 CD 39.00 

Light ROM Gold CD 29.00 

Lock & Key, Intel/DEC ..169/1 99.00 
Particle Storm, Intel/DEC .245/299.00 

Pixel 3D 1.05, Intel 60.99 

Puppet Master, Amiga, Intel, DEC ..Call 
Scene Machine CD, Intel ...145.00 

Solar System Kit/LW 93.00 

Shaderman , I ntel/DEC . .1 39/1 99 . 00 
Vertilectric, Intel/DEC 75.99 



■■■■ 



■■^^^^ 




UGHTV*«/f 3 D 

TUTORIALS 



Whether you're just discovering 
the power of Lightwave or you're 
a seasoned pro looking for time 
saving tips, check out these 
valuable tutorials, for all your 
information needs. 

Books 

F/X Kit far Lightwave 29.00 

F/X Kit (or LW Addendum 19,00 

LW 5 Character Animation FX 44.00 

Lightwave Power Guide 44.00 

PhotoRealFX 42.00 




Video Tapes 

Advanced Features 39.99 

Cinematic Visual Effects 39.99 

Lightwave Lab Vol. 1 Characters .3500 

Lightwave Quicks tart 39.99 

Mastering Modeler 39.99 

Project Modeler 1 or 2 36.00 

Project Modeler 1 & 2 Bundle 69.00 

Spacecraft Model Design 39.99 

Spacecraft Surfacing 39.99 

Surface Techniques 39.99 

_.. 



NOW 
N STOCK! 



^LIGHTWAVE 3D 



Lightwave 3D 5.5 - Powerful 3D soltware that 
unleahes your imagination and gives you the free- 
dom to put creativity in motion! Raytracing, motion 
blur, MetaMation, inverse kinematics (IK). Bones, 
field rendering, lens flares, compositing -they're all 
here. Lightwave 3D's OpenGL and Quickdraw® 3D 
support mean you can see your creations in real 
time. Now Lightwave 3D 5.5 gives you an easy way 
to create the most sophisticated 3D animation 
N^WT^k imaginable, with formidable capabilities Irom an 

incredibly powerful, professional animation system. 







its intuitive, complete, easy-to-use layout and 
modeling system delivers the ultimate in creative 
control, not to mention flexibility -the lighting and 
animating are right at your fingertips 

Lightwave 5.5, Intel Call 

Lightwave 5.5, DEC Alpha Call 

Lightwave 5.5, Mac Call 

Lightwave 5-5.5. Upgrade Call 

Lightwave 5.0, Amiga 1165.00 

LW Upgrade 4-5.0, Amiga 295.00 

Calibar 329.00 

Call tor School or Government discounts! 



This super cool. 

interactive 

Lightwave tutorial 

CD was shot 

live at the 

Lightwave Expo 

in NY. Mot only does it provide 

excellent tips and info, its also 

great entertainment 

LENYCD 75.00 




j ! ! 

DIGITAL 

Call lor 
our latest 
prices on 
any DPS 

- Digital Fusion, Intel P rolSast 

- Digital Fusion Lite 
-PAR, Amiga/PC 

- Perception A4V 

- Perception Capture Card 

- Perception/Capture Card Bundle 

- Perception F/X Accel 
• Perception NTSC PC 

- Perception TBC IV 
-Personal V Scope 

- Spark DV-2000, Intel/Mac 
-Spark DV-2000U, Intel w/o Premiere 




the most complete image 
processing solution you'll find for 
the Amiga. Easy and powerful 
interface: fantastic special 
ef1ects...lmage F/X 2.6 
w/ClneMorph, Amiga .... 225.00 
Aladdin 4D 199.00 



Site Harbor is dedicated to providing Quality digital video, animation 

and multimedia products, technical expertise, and courteous, 

personalized service to our customers to maintain our impeccable 

reputation and total customer satisfaction. 



Terms. POs accepted trom schools 

■■!■::-:' .'■:■!:,- B ■ Pi 

checks require 7 days lo clear ■ 
□elective products replaced 
promptly RMA number required 
(call 414-5«t59|fo( all 
merchandise returns Returns 
nor accepted alter 15 days 
Returned products must de in 
original packaging, postage 
prepaid Opened software nql 
returnable Shippirg charges 
not relundabie Reiums subject 
lo a 15% restocking tee.« Not 
responsible lor typos. Prices 
subject lo change 



W226 N900 EASTMOUND DR., WAUKESHA, Wl 53186 



Circle #225 








ANTI GRAVITY 



PRODUCTS 



Forward 






Search 



»?«.£i!J fcUn 1 



Order 



Support 



^f 1^800^7^GRAVITY 



Sales: 800-747-2848 
FAX: 310-399-8262 



Customer Service; 310-399-7782 
Service Center: 310-399-7446 



Location: 



http://www.antigravity.com OR @ 1649 16'th Street, Santa Monica, CA 90404, USA 




Anti Cravity.com \~ 



Video Products 



Video Toaster 



Video Flyer 



Perception 



DPS TBC-IV 



Cameras 



Kodak Digital 



Olympus Digial 



3D Products 



3D Models 



LightWave3D 



Real 3D 



Plug-Ins 



Audio Products 



VR Products 



Display/Graphics 



Accelerators 



Drives/Storage 



Monitors 



Printers 



Media 



SYSTEMS 



Alpha 



Amiga 



Siamese 



Anti Gravity Producti Welcomes Sou Jo 

antigravity.com m 

Your internet Direct Specialist! 






DMiM 




1 ■ 


21 


t 
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Thank You For Stopping By Our Homepage! Browse Or Search In Any Area On The Left, Then Place Your 
Order Through The Internet! Or By More Traditional Methods- By Phone Or In Person in Our Showroom! 

Tcrn-i And Conditions <jII Iw rrtJitpliTr ihippinrj rHH, w.i/(Antint. jnd i>n#t politiet th.il Jpply Qti.tnnrt«t tn limited jraf prrm arr mbjKl to thing* vrilhMIt none* Anti Grfvlty printer? (AGP) mi :epn COD 
ordtfl [UjjIjIi' l>y uthfci i checl arily PjymeiU muil j<£ompjny .ill purcHdie order i Wf mo .thin- Co ol'ft quantity dhtaunll to dictlert .md ty»t«m builder)., Ordrri may tie pjhd by Vim. r Mail?rc i'.l Atl ulei .iti- 
tinal So lelundi. Defective eatrunges. jre lor »a*n* piodurl nnly and mini ~\i*t a Rtlum Mjlrrijl Aufhoriijt ion number IBM At, "at In origins! packaging and condition Ha gujranie«i art implied ai'lo product 
p«' for ma nee with your iy item or as to manufactured claims, and ipecllicistian). A 2Q' . riitut kin-j fee applpci to .VI ■: i-thanoei of unlike producti or any tiidtri that are canceled alter ihipprn-g.. Al! ordc-ri cancelled 
rnuii obtain a cancellation number. All exchanges ate at nut option. This sdverliierrterrt. iu content t, and ill ttyle .ire i~hf Cnpy ngh( ol AGP ,irn| cannot be duplkaUid without e»presi -vitterr perimisian. All 
I'lidcn'iiriTi are the property o( then respective tompamei ■H.mwledt'ne; h«« only good lor anvtutt it«ia arty, ialc mil 9-15-97. 



Video Flyer 
InterNet Products 



Networking 



Ram/Memory 



Anti Gravity Labs 



Software 



Hardware 



New Look & Feel For 
Lightwave3D V5.5 



Lightwave 3D S.S 
Alpha 
Amiga VS 
Intel 

Power Mac 
Upgrades 



S189S 
S119S 
S1795 
S1795 

SCalt 





Cool New Features: 

♦ Interactive 3D Workspace 

♦ Enhanced user interface 

♦ OpenGL- 

♦ Multi-threaded rendering 

♦ Morph Gizmo 

♦ Direct 3D Support 

♦ New Modeling Tools 

♦ Partical Storm Lite 



18 Perfect People 


S295 


Humanoid 
Infrni-D 4.0 


S17S 


AddDepth 1.1 


S55 


S385 


Adobe After Effects 3.1 


S645 


Imagine 4.0 Intel 


S495 


Adobe Photoshop 


S57S 


Kias Coo 


S50 


Adobe Premire 4.2 


S475 


Kias Power Tools 3.0 


St25 


Animator Studio 1.1 


S275 


Media Motion 3.0 


S155 


Bryce 2.0 


S185 


Moving Textures 100/200 


S24S 


Boris Effects Pro 


S335 


Photo Impact 


S85 


Corel Draw 7.0 


S425 


Poser 2 


S12S 


Caligari TrueSpace 




Pyromainia VI or 2 Mac/PC 


SMS 


Version 2 Clearances- 


S189 


Real3d V3.S 




Version 3 


SCall 


Alpha 
Amiga 


S950 


DDI 3D Object Library 




S450 


Digital Museum 


S13S 


Intel 


S950 


Universal 3DCD 


S135 


Upgrades 


SCall 


DeBabelizer Pro 


S39S 


RealFire 


S39S 


Detisller 


S28S 


RealExplosions 


5395 


Graphics Suite 2 


S335 


Sound Forge 4.0 


S29S 


HiJaakPro 4.0 


S9S 


Video Action NT 4.0 


S865 


Hollywood Effects 3.0 


S625 


World Construction Set 2 


S58S 



lightwave Ptug-lns/Add-Qns 


Pupet Master-Intel 


S2« 


Fiber Factory- Intel 
Impact- Intel Clearance* 


S11S- 


-Alpha 


S365 


S236 


Scean Machine Clearance* 


S14S- 


Mamufonn 2 


S285 


Solar System Kil Clearance* 


S95 


Portic.il Storm 


S275 


Sparks- Intel 


S175 


Lite Upgrade 


SCal 


Surface Effectors u 


S85 


Stripper- Intel 


S145 


Verilcctric 


S85 


Alpha 


S22S 


WaveMaker Oeorancc-'r 


ST45 



see ^jy £P^>M>5co^ 



T^ 






500MHz Alpha AXP 2 I064A CPU / I MB of Cache, 
4GB HD, I6X CD-ROM Drive, 128MB Ram, Ethernet, 
Oxygen 1 02 Display Card, 17" monitor, Keyboard, & Mouse, 
Windows-NT, & LightWave3D 5.5 Alpha-NT 









■ 



£8995 



RtWWl(t-B433A WW*.**: B500A 

ALPHA 433MHz ALPHA 500MHz 



&«« Systtfri: «lMHi Alptu AXP 21 IMA CPU 1 1MB of Cache But Sjsttnv StlOMHt Alpha AXP 2IIMA CPU I MB ofCache 



rint nipn-n **,n.v . i i sjifi vi 

$3495 



$3995 




Aj 

V] 



Loading> all. the. products. you. need/via. the. internet/thank. you.f or. y our. orderl 
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Sales; 
Support FAX: 



Customer Service: 
Service Center: 



Location: 




4'TH ANNUAL SUMMER INVENTORY CLEARANCE SALE* 

Everything Must Co! Many Prices Are Below Cost! If You Do Not See It Listed fust Ask If We Have It In Stock! 









Siamese System Ss9S Now Works With EtherNet! 



Main Features: 

• talt-gralrd Amiga. PC and Mat micni i- 

+ SfngW W.miiar JkiIORuIrc.»rr\' w-'.vrv - .. /s Screen. 

♦ ' ■•-■ -..rd jnxi ikkxriv ofK-rahon Krcni ailpMUoimt. 

* ■ ScmI nelwori nig with all PCdrh •■ Amwja. 

• Si*nWM irwih-gih ipcptiSCSJ ;nltf..>iV with v ■: l*ttk 

# fawj Write on jny K Oovc *l hMjh ipecd. ■Mttudeng Networked Drive 

* Tvvt C ttpb&ard Cut and T\svi* Ix-tis *-fn Amtgj .vh! PC Jppfk jjk*» 

♦ Share Piinters. ill Vtvija output «*rtt to PC print c*. 

• AiTwg* MO contruttw from AmitpOoi or Areit. CMedis Control Interface) 



* Agra to lo* <.<nt PC prodwctir- 

* T6 t»t Sound Card wilts V. 

* Mfexc^ V«dvo Recording ijeiov 

* PC Ethernet Carck. 

* vipfx s\'C4«thmu!ui writhAGA Amiga* 

* Pfcfi Optional C>!." J . 

Sharing ol PC Wodvrm. 

Mrpey ban-d, SVHS Anim volt»«Jc 

TCP/IP networking tupport 

* futt Arr\« uipfxwt bd ' 



"The Fastest 
Amiga To PC 
Networking 

Solution 
In Existance!" 




Looking for the ASOSOT? Look No further for 

your intergated Amiga and PC/Mac system. 

We Will huild that system for you. 

AE-5050T $4995 



EXAMPLE SYSTEM; 

Amig.i 4060T: S0hMr060.' UIB Rjm/ICB HO/ 5< 
PentilrMor VS: 20C*.Wj 5S6/32MB funTKX HLV 6t 
Sumeic Syil«n with KB HO for SCSI Netwnjf* 

Now Available! 
EMPLANT Siamese MAC bundle: 

EMPLANT Siamese MAC/Mac Roms/ Mac OS 

SCall 



Customized Flyer Systems! 



A4000T/25MHz-04CV18MB'2GB-HD 
FLYer/Toaster/TBC IV/Hanger 9-Bay 

12XCDRom, Two-2CB Flyer fiD's 



A4060T/50MHz-060/18MB/2GB-HD _ 
FLVer/Toaster/TBC IV/Hanger 9-Bay [ K> 
12XCDRom/Two-4GB FlyerTlD's * 



A4060T/50MHZ-060/18MB/2GB-HD 
FLYer/Toaster/TBC IV/Hanger 9-Bay 
12XCDRom/Two-9GB Flyer "HD's 



Pentitrator 



Now With Built In PCI VCA Display ii PCI SCSI-Wide 



Pentitrator VS-200MHz™ $1995 

Pentitrator 1/5 Pro-200MHz •» $2495 
Pentitrator VS Dual Pro-200MHz™ $ Call 



Royalty Free Stock 
Footage On CD- Rom 

SnapCLIPS: Airanautics U L|P" 

FLYER FORMAT $495 
AVID FORMAT $995 



AV8R BRINGS TIME LINE EDITING TO THE FLYER 

*atiMT)MmwtmGS Flyer 

TV "*".v A»Ari ftyvt T ****** T&.-J sHtti Mt CewroU wd RX 

# tuTtki jct/nji'i tW\ »*ti Afim - '«»*n«i iMv by y««- muy w**i>a»> 

» ATctllntatupTalbC'TMTlSfHitdiBl&igflli)! n 

* A Tlwiw t>iptlf <J yYHV Pm i u C 

• AY1* If TI YOU USE A WUCfrWL HAfiOW A« fcdft CwatTsfcr ««* ^ 
Wok* butted E»y*id NO UQUIE nt«iUe «AH«il MO TOKTIKX 



AVBR tnflw.wr rmly 122S 

AVHRPro ii.llw.ir,- arlf U2J 

AVHHPrn PLUS -.'■!! ...i. , only SMS 

AVBRPru PtUS w/tonlrollci S6JS | 

AV8R CABLES FOR RS-422 V)i 






AIRfRAID 

REMOVABLE/REWRICHTABLE 
SYSTEM FOR THE VIDEO FLYER 



AVAILABLE 
OCTOBER'97 

CALL FOR DETAILS 



Circle #226 
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THE PROFESSIONAL'S SOURCE FOR PHOTO, 



119 WEST 17TH STREET, NEW YORK, N.Y. 1001 1 
FOR ORDERS CALL: or FAX (2* hours): 

800-947-9938 800-947-9003 

212-444-5038 212-444-5001 



On the Web: http://www.bhpholovideo.com 

TO INQUIRE ABOUT YOUR ORDER: 

800 221-5743-212 807-7479 

OR FAX 24 HOURS: 

800 947-2215-212 366-3738 




BH QuickDial 

Now, ymi nan instantly reach a professional sales associate in rjur Order Department to assist you with your spe- 
cific needs This new feature wiEl speed you through the information and ordering process, making your crnunii- 
n often s with B&H a mare pHeasurable experience Simply look over the chart below to see the QuickDial codes 
lor each department. Call B&H, ihen dial the corresponding department code at any time during olt-t welcome mes- 
safie. to instantly connect you to trie department you need 

QuickDial Options for • VIDEO • PRO-AUDIO MENU 



Industnal'BrQadcasI Equipmnnl 



QoickOial 
72 



QuickDial 



3D Animation 



732 



y- ! a. Ac cessories 74 

flon-Lmpar Frilling & Compulei-tnsed Video 731 



Pro Audo Equipment_ 



Used Video Equipment 



7S 




Auihanied Dealer 



AUTHORIZED U.S.A. DEALER 

WE CARRY A FULL LINE OF SONY 

CAMCORDERS, VCRs AND EDITING 

EQUIPMENT FOR IMMEDIATE DELIVERY. 

• All equipment complete with USA warranty and all accessories 
as supplied by Sony • Call for the best prices 



Panasonic 

AG-EZ1 

3-CCD Digital Videocassette Camcorder 



• Thre* CCDs with 270.000 pixels each art nonrontal y staggered lor 
optimum resofiriiOn 

'Digital record- j system ;e'i.-ers incredible 500 lines of horizontal resolution 
and virtuafly no noise The signal -to-rmse rabo ?s 54dB. an improvement ol 
5-9 dB over cc-nventioi'tal analog systems The; actually represents a S/N ratio 
2-3 Timet: belief than exiting camcorders 

•Audio is i+M recorded d«gti3iry usrng PCM (Putt* Code Modu-tahont for quali- 
ty thit mats CDs You can choose between fwo-chann* 16-bit i ecording or two 
lets oT 12-bn stereo, with the second «t reserved lot uses such as narratwn 

* ncfudes a huge t 5" I BO 000 pixel color viewtmder. The vxswtinder also tills 1 20 
degrees vertically lor shooing subjects Irom high or low angles, 4 its professional 
stfe nutans you don't have to press it against your eye to see rtie picture 

> 3uirt-in Digital Electronic image Stabiiurer {DEIS1 compensates lor littery video and 
a partJcubily effective when ihe digtfal room <s employed 

<■ Equipped with 10:1 Denver ind 20:1 digital zoom tens Both rooms are adjustable m 
•our speeds (3-5 seconds— 15 seconds) based on how hard or soft ihe zoom tog- 
gle is prosed To set up a shot quickly, a Turbo Zoom function moves from tight to 
wide angle, or vice versa in under two seconds For extreme close-ups trie lens 
can locus up to 1M inch from ihe subject 




• Digital Photo-Shot let's you record a stiir- 
trame lor aboul sri seconds, while audio con* 
t rues as lorma! This feature rs great tor cre- 
ating video photo albums or insurance tapes 
as 390 still tbcftites can be lecorded on a sin- 
gly 30-minule tape and 560 shots on a 60- 
mmule tape. Using the Top-Scan tealure any 
shot can be found easily 



JVC 



GR-DV1/GR-DVM1 

CyberCam Digital Video Camcorders 



DIGITAL VIDEO 
The GR-DV1 and GR-DVM1 combine a 570000 pixel CCD with 
4 1 1 digital component recording lo deliver razor sharp pic- 
tures wth 500 lines ol resolution Digital image stabilizer elimi- 
nates camera, shake without Meeting resolute 

DIGITAL AUOIO 
CO quality audio ts now available Digital audio recording delivers 
2 channels at 4£kH: 1 16-bii) sampling tor highest quality or tour 
channels at 32fcH: (12'bit) whan dubbing or mixing is required 

DIGITAL EFFECrS 
A rriulitTude ot special effects are possible with ihe GR-DVl 
including wipes, fades, and a ssolves in addition, some special* 

-.-.- ..".- ■-: -■;" a S C'MSIC Flfn MOrtfjIOlYS Stf I «6 S&QOQ 

can be recorded in the camcorder or can be played through dock- 
ing stalicn — even if Ihey weren't originally recorded 
SNAPSHDT/QUlMPIX/ANIMATlON 

• Snapshot mode captures s:ill images with a white border 
around it And even adds a shuicsr soma etlact In rVto'or Drive 
mode multiple snapshots gel recoided in rapid succession 
,vitn n interval of 07 seconds between pictures, A Snapshot 
Search Tenure lets you put together a video album uilng cap- 
tured photos 

• QuicfcPi* or 5- second -record! mode automatically reccrds five 
second clips of video and audio when start button is pressed. 

■ Animation mode records scenes for just l.'Eih of a second each 
Dm ihe start button is pressed When inanimate objects are 
nnrdod. with slight changes m position between shots,an arti- 
maiic-n effect is tendered to the obiecis making them come alive. 




DIGITAL 10 DM 
1GX variable speed optical room with 
buiri'in macro delivers razor sharp 
images trom : distance- or as close as 
l 5 cm A 20« digital zoom and TOO*. 
Super Digital jooiTt aiiaw image capture 
Irom tremendous distances while retain- 
ing a good degree ol sharpness 

U&F-R FRIENDLY MENU SYSTEM 
Zoom rocker control is used to make ihe different selections as Ihey 
appear m the color Yiewimder so you can pick settings trom the 
menu without taking your eye away off the viewtmder This design 
also keeps controls and switches to a minimum. 

DOCKING STATION 
Mulli-lunchon docking station oMats even more sophisticated play- 
bach capabilities, plus advanced; editing lunchons- 
■ R A (Random Assemble) editing enables programmed rearrange- 
ment ol up to B scenes at a time- lust by marking the beginning 
and and ol scenes 

• Insert editing and -l-crunnel stereo audio dubbing are possible 
using the docking station. Video Insert allows new video ti be 
inserted over prerecorded segments without disturbing the audio 
segment. When inserting audio. 16 hit |4BkHfl full audio insert 
replaces recorded audio without disturbing the existing viieo iracx 
In ihe 12 bit (3EkHz) mode. 2 additional audio tracks can be added 
to the e«isiir.g audio and towed. 

• In addition to Ihe five special effects available through the docking 
station, there are 17 scene transitions that can he selected. 



GR-DVM1 

&ITM features as the GR-DV1 except it adds the word's firsl high-rssolulion 2 3-mch polycrystailine silicon TFT active matrix 
monitor The high-delmlllon I SO.OOO-p^ LCD otlats incrediOie viewing with a horizontal fESOlalion ol 400 lines 



Panasonic 

AG-DP800H UPERcnm 

S-VHS 3-CCD Digital Signal Processing Camcorder 

■ Three high-density 3B0.OOC pixel CCDs with hari-pitcn pixel olTset achiewas ovei 750 
lines of horuuniat rreoiutron. a S."N ratio of SOflB and remarkable sensitrvrty of IB al 
2000 1j« Additionally the Frame irrterftne Transfer (F T| CCDs mbrimtn vertical smear 
so you maintain impressive picture quality even in very bright illumination 

> Digital Signal Processing circuitry provides tour valuable benefits 
' i sTenlry reliable ip-lc-spec performance 

2) Fme adjustment ot a wide range ol parameters 

3) Memory storage and instant recall ol specific settings 
4] More Heebie and hightr quality image processing, as well as easier maintenance 

■ Su Scene File modes there are two user modes Tor custom digital paiameler settings including Horizontal Detail. Vertical Detait. 
Chroma and Dark Detail, and Color Correction The four preset modes are normal, fluorescent, special and sparkling 

■ In addition to regular AGC (Automaiic Gam Cortrol). Supercam has a Super High Gain mode. At Fl 4 ihis enables shooting under illu- 
mination as low as 1 lux while retaining detail and color balance, 

* Synchro Scan lunctwn allows flfcker-lree shooting ol computer monitors. Electronic shutter mcremerts can be set variably from t,'6i 
seconds to 1/253- Of a second 

■ Built-in internal time code generator lets vou record with SMPt£ LTC/viTC (Longitudinal/Vertical inte-valj time code 

■ two hili slereo audio channels wdh a dynamic range ol 80 dB. as well as two linear audio channels with Dolby MR Normal Hi Fi 
recording is selectable Uses XLR connectors to lurther ensure high quality sound 

• Has a £6-piti cdnnettoi on the back that outputs a composite or compunenl wideo Signiit Thrs enables convenient backup 
recordings using an additional VCR equipped wiih a 26 or u-pm connector 

» Phantom power can be supplied to an optional microphone Power can be switched off to ore vers baTtery drain when not in use 






JVC PROFESSIONAL 

GY-X3 3-CCD S-VHS Camcorder 

By -- ; ... -ii rtitosfena! men *•::-■ :-:\. ■ rm rmiioYflicai ways JVC has suocaed' 
ed n bringing to market a professional 3-CCD camera that breaks all previous price barri- 
ers the new GY-X3 delivers al the petlormance ot a high end 3-CCD camera— high reso- 
lution, high sensilrvrty. tow muse and nalyraJ color— al sn incredible price 
Failures. 

• Three */3" CCDs provide a sensitivity of 2D0CJ lu« at F3 D. signal -to-noise raho of 
60dB and G50 lines of horizontal resolution 

■ Low ligrit capability allows you to shoot in as little as A lux and still liave bright pic- 
tures ivith good resolution and slrong, vrvtct colors 

■Full Auto Shooting (FAS) nude instantly adjusts to ct-anges in shooting candninns 
You can go from bright outdoors to indoor lighting and gain. ins. audio level ar-d 
Colo? balance will all be automatically adjusted 

■ Variable Scan View allows ticker- free shooting ot a computer monrtor. 

• His a bufttB 14:1 5 5-77mm;}continuosly variable speed loom lens The amount ot pressure applied lorhe rocker determnes 
the speed ol the zoom Both the ins and zoom can be controlled manually it desired 

■ Built-in Control Track (CTLJ time code generator as wri as a time/date generator The advanced CTL time code generator has a 'scene 
Imder* function thai records an rientrfitabon cod* each time you scut taping This lets you ea&dy advance to the next or previous scene 
when us*ng the JVC Id'l Desk syslem 

■ Large high resolution I 5-inch viewlmder displays comprehensive status indicators 

GY-X2B 3-CCD S-VHS Camcorder 

■ Newly designed: three M2' CCD image sensors deliver 750 lines of horcontal 
resolution i supeth signaFto-noi&e ratio ol 62dB 

• N?w mitro-isns is;hno1ony provides exceptional sensitivity ot FB at 2QGU lux 
and LOLUX mode 1 lets you shoot with almost no light! Shoot superb footage 
with excellent color baUnce at a mere 1 .5 lux 

■ Variable Scan allows flicker-free shooting of a computer screen 

■ Quick Record Mode - when turned on the camera is set to the auto irrs even if 
lens is set at manual Also actrvated is |ALC) Automatic Level Control and EEI 

- drones ins wtncfl provides both /arable gam and variable shufler 
Now you can shoct continuously trom dark room to bright outdoors without 
havmg to adjust gun, ins or ND filter 

■ Full Time Auio While circuit lets you move Irom incandescent to lluoiescent to outdoor lighting winnut changing whrte balance or ihe 
Miter wheel *Ou.ii rjuipul S'/stem allows cime-a output to be connected cirectly lo an external recorder 

llEW^ KY-D29 3-CCD Color Video Camera 

One of Ihe most sensitive cameras ever developed, the KY-D29 sets the standard for 3-CCD 

cameras and is also deally suited tor today s digital recording formats With a sensitivity Fl 1 at 

2,000 lux, the KY-D29 can shooT m light as low as a remarkable 35 hi* It als.o offers a s»g- 

naf-to-noise ratio ot 65 dS (with its DNR (unction on), and delivers 850 lines ot Iran 

rental resolution The exceptional resolution and sensitivity ot the Ky-D29 are 

achieved b/ ihree n?bv 760,000 pncel 2/3" interline transfer (IT] CCDs, lbs highest 

pixel count in the industry 

AM -New Digital Signal Pmce-Ming 

• Advanced 14-bH Dgtal Signal Processing |OSP| and 3-dimen- 
sional Digital Noise Reduction [3D DNR) circuitry make thus 
ca.-nm ideal !0r acquisition with IfidavS pCpul.r digital lormats. 
especlaffy JVC s revolutionary new Digitai-S 

» DSP within the camera provides astonishingly crisp, high-quality 
images, while minirrrjmg analog distortions and nose DSP also 
makes the camera mote llexible and easy to use It even 
smooths the transitions between gain and white balance settings 
so that viewers wont notice sudden changes of settings while 
the tapers rolling. 

■ Digital signal processing 15 enhanced with new 30 digital naise 
reduction circuitry tp make d even more practical 0/ mixing 
multiple frames lo cancel out random noise, then using motion 
detection to minimise lag JVC's exclusive 3-D DNR produces 
dramahc results, far superior to any other DSP camera 

Super LdIux tor ExIrcmeFy Low Light Shooing 

« incre^Lble new Super LoLu* lechnplegy allows you 10 obtain 3 
broadcast- quality picture In light as low as 35 lux this extra- 
ordinary low light capability is the best ever achieved and 15 
made possible hy utilizing JVC's exclusive LoLux dual pbujl 
readout technology lincreasmg gam by 6 dB without introducing 
noise) while at the same time doubling the pixel readout integra- 
tion time to 1/30 second. 

Versatile Docking Capability 

• Extremely high quality 4:2,2 digital lecorrjings can be made by 
docking ihe KV-D29 to JVC's Digitai-S BR-D40 dockable 
recorder. This digital combo produces recordings tar superior to 
arty compunenl analog camr.orrJer. or J 1 1 digital 
camcorder.The KY-D29 also docks directly lo JVC's BR-DV10 
DVtormal and BR-S422 S-VHS dockable recorders andean dock 
to Betacam SP recovers using dn adapter 




FntumlHi 

Wide flange ot 
Applications 

•■'■ir. [}■.-,; 

■:-■ ■. - ■, 
wea'lti ot rugh- 

c-erfD'mance features making it iceai for a whfe range ol broad 
cast and professional applications Built-in continuous auto black 
(Cab; continuously takes a black balance setting, and futl-bme auto 
white tor conr - lojs :cn:=-i2t on 0! color temperature changes, 
balance the camera in real lime, all the tr-me. This .allows yon to con- 
cenlnts or getting the snot, and not on adi'JShng the camera, 

■ Because different shooting sitiaticns requite flexibility, lire KY-029 
offers selectable vertical resolution In the Standard Mode, the cam- 
era produces 380 TV lines ot verti;ai resolution However, in the "V- 
Plus* h»gh vertical resolution mode, the camera puts out 420 TV lines 
cl vertical resolution, allowing yoi to increase venical resolution 
without Sacrificing Sensitivity cr lag. while maintaining 850 TV lines Of 
horizontal resolution. 

■ Focusing is easier than ever with Accu-Focus By momentarily 
decreasing depth ot field, fast & citicai locus >s achieved instantly 

■ Comnrjniy used features- can be achvaTed without having to scroll 
through layers of menus. Features such as shutter control, vanable 
scan, black stretch, Qtack compress. CAB, ms modes. Accu-Focus, 
DNR and zebra are all menu-lree. And lor those times when events 
move so last it prevents you from making any settings whatsoever,. 
the KY-029 '5 Full Auto Shooting (MS) mode controls all of the cam- 
era's requiring you control only the focus, zoom and Irlgger 

■ Other qameia features include a bjiit-m tirne/rJale. built-m zebra level 
selection switch, sn t-stop display in the viewfmder, and a "battery 
remaining' display for Anton Bauer Pattery packs. A special Black 
Stretch /Black Compression CHCuil Is also included 
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VIDEO and PRO AUDIO 



Announcing our relocation on September 2, 7 997 
to a larger expanded facility at 420 Ninth Avenue 

(Between 33rd & 34th Streets) New York, N.Y. W001 






PHOTO -VIDEO -PRO AUDIO 



Panasonic 

AG-2550 Industrial 4-Head VHS Hi-Fi VCR 

Same e*acl features as trie AG-1 3 10 plus— 

■ Super [og'shtuWe puis 1 9-step control over playback speed at yrjjr fingertips. 
Giving you greater control Khile searching lor scenes. 

• HMF1 sipreo sound fSyttnrt with a dynamic range of mora than 90 lib 

AG-1980 S-VHS Hi-Fi Editing VCR 

Incorporates advanced digital signal processing and dig la I ntjisa reduction circmlry to 
deliver such high picture qualify— itiat its third -generation picture loons almost u good 
as first generation offerings from ether VCRs in it's clas; In addition, the AG-1930also 
teatures a lull kid digital TBC. insert and assemble editing. Hi-Fi STereo. quick response 
mechanism and a remote ed<ling terminal 

• SMI the only VCR m it's class to provide near frame accurate 
editing When used with edt controllers from V>deon,cs. FAST 
End FutureVidfio, tne AG-1930 achieves an accuracy of s 2 
trames And. Hie 5-pin edit terminal on the rear pan?) iraices i! 
very easy to set up an editirg system. 

• Performs all assemble and video insert edits as well audk> video 
rJuobing Afso has independent linear audio input and cutput lor 
more flexible audio dubbing 

• Hi-Fi siereo aud>o with a frequency response ol 20ta io 20kt-te 
ind a dynamic range of McB II a so has Hi-Fi recoroinj level 
control, headphone monitor terminal with volume control and a 
nfc Input terminal 

• Advanced dual-loading meciumsm lectures a quick response 
tine, requiring only OS seconds for a picture to appeal from 
Stop mode and 1 9 seconds Irgm FFHEvY 




• rji glial Preceding: 

— Digital Co-no Filler using; advanced 3-dimens>anal system pro- 
vides complete V.'C ilurnmance/chrommance) separation This 
practically eliminates color and luminance blurring 
—Field coehtcient Digital Noise Reduction (DNR| circuitry 
ptocesses ihe Y and C signals separates 'thereby boosting the 
5ignil-lo-rKiiSe ratK) and reducing noise during playback 
—Has a outt-in lull held TBC (Time Baie Corrector) lhat elimi- 
nates even the smallest of jitter, skew, head impact error and 
color & tuning twatuable lor editing IIM TBC helps maintain high 
piclure quahty even through the thud -g*nerahon 
•Besides it s d-gnai circuitry the AG-1 960 also teatures laminated 
video heads Ciearfy superior to heads of conventional lernte 
they provide richer, more vibrant color reproduction and a higlw 
signat-to-nctse ratio 



AG-5700 S-VHS Hi-Fi RS-232 Editing VCR 



* Built-in RS-232 provides machine control ct playback, reccrd.nrj and editing fonctwrrs bom 
PC. Use the power ol your computer (with optional soihvare) to assemble hundreds ol 
scenes create edit decision lists and do cample* editing ioos 

* Uses amorphous uideo heads which ate clearly superior to conventional terms heads - nraj 
rieiinng strength is much greater, yieloing a htghei 5.N ratio 

■Incredibly ace urate, with optional AG'AS70 Edit Controller, 
accuracy <jl t 3 frames is achieved 
■ Auto Repeat function continuously replays a tape when can 
be cued 'o f tape's end or when recorded material ends 

* Separate Hi -R (Ch.1/Ch 2| audio recording level controls 
■fth display Also has a tilted ph one Output with volurr*! toniioi 




Ideal for video presentations The AG-E7DQ weighs less than 13 
lbs. extremely compact with a built- m carrying handle 
Sensor Recording (unction (or unanerded recording When a 
intiM i i j "i ^ l is delected the power is automatically ivnlched ati 
and me AG-5700 beg ns recording 



AG-A850 Multi Event Editing Controller 



Equipped with live RS-422 (9-pm) remote terminals, ihe AG-AS50 can control ffa VCRs aid 
produce three tapes at one time It also features, a 512-ereni memory and two sets at Jog and 
Stuttt* dials When you connect 4 players and; 1 recorder, the A&-A&H allows confol of 2 
players as source machines lAny ol the connected VCRs can serve as the recording source, 
with selection made at the CO Tirol panel | When 2 payers and 3 recorders are connected, all 3 
recorders can be controlled, allowing simultaneous prodjction of Ifiiet tapes. 

• Massive bt 2 multi-event memory allows a program with 
many cuts lo be automatically and continuously edited 
For convenience, the data s held m memory for 3 days 

• "wo sets ol Jog and Shuttle dials assure excellent control. 
I 0-key pads adds conveyance when entering edl points 

• High-orecrsion editing (* frame with time code ) 
■ Slow- motion editing using VCRs with dynamic tracking 






* Auto lag function tor easy multi-event Editing 

* Provides two GPl parti, one ol which can be set lor two opera- 
lions in one event lo allow control or a CD DVE or character- 
generator device that has a GPI input te'mirul 

* Simple-mode setting {cut edil mo/single event AiB Roll and split 
audio edi'irig ■ -l-chinitei uuaio editing, color trame editing, 



AG-DS540/AG-DS550 

■ Digital Signal Prc-Ces&mg *o r improved picture Qualit>'. and for maintaining unilorrr 
riclure quality during editing. Digital processing circuits include 

—Chroma Aperture C&mpensaiion (CAC) Eliminates color blurnng and expands 

chroma Bandwxlth. 
— Orgital hMn Peduchon (ONR) Processes V/C signals -eparatety lo boost S/N 

Ratio bjf mimmumg noise dutmg playback 
—digital Comb Filler Advanced 3-dimensionai system to" total Y,C sepiratton providing: 

reduced color and luminance blurring 

■ Employs amrjiphnus video fie&ds thai haw a higher magnetic 

than conventional ferrite heads Expanded tnquency 
response from the amnrphrju^ heads enhances picture 1 duality by 
ninimizing color blurnng. 
•Buitt-in LTDV1TC (LangiludtnaL''v'er£jtal lnt?r/al| Sfl ■■- h 1 1 
er.gene ralors for absolute Irame accurate editing 

• Two hi fi stereo channels wiih a dynamic range of 90dB as 
well as 2 linear channels with Dolby MR Each audio channel 
has its own input (AG-D550 only) and oulpul with individual 
channel-level setting capability and XLR connectors 

* Performs audio Split editing which Ws yog set ihe edrt-ln and 
edrt-ool points separatefy from those lor video 



S-VHS Source Player/ S-VHS Edit Recorder 



3- dimensions I digital 
:H. ;■•-.'■ ■ 
excellent tiropoul 
compensamn 

IQ mechanism delrvers precise, high-speed operation The dual- 
loading system achieves high-speed response while protecting 
tapes, and heads The tape transport mechanism uses live direct 
drive motors, including two reel drive motors 
Capstan Control System with large capstan spindle allows high- 
speed search at 32* normal speed (with color picture) 
3 rack untiis high, lhe> are compact for easy space saving 
installation 19' rack-mountable with optional AG-rYVSO. 



BT-S1360Y 13" Color Video Production Monitor 

lh? &T-S1360V is ■ full- function, professional 13" production monitor with a wealth ol features 
They include, superb 420-lrne horizontal rescluiiuii S-Vidi . inpuimd r -.itput. advarced automat- 
ic white balance circuitry, biue-^niy mode, underscan and pulse-cross AH ihis, housed in a rugged, 
rack mDiinlable meial-hybnd ail me I So, tor long-term reliability In any professional application, 
[he BT-st 3&QY is the ideal choice. 



■ incorporaies aflvanced, piopriefary white balance citcuiiry mat 
sabiljes white balance trj provide Outstanding picture perfor- 
mance automatically. 

■ S-Vrdeo inpul and advanced video circuil technology provides a 
rematkably sharp picture iMtfll over 42-0 mips, of hnnromal re$ 

• Eternal sync inpuls and ouiputs provide for synch rgjiMai ion 
with oilier equipmeni ted wiin ihe same sync signal 

• B ; u? Only mods pigs Chroma selection prrjwde a monoehrorw imag-e 
Icr line adjustment of contrast brightness, chrominance & hue 

■ Pulse Cross - displays lioruintal and vertical intervals ai the 
center of We screen so you can eramine dala in ihe tilling 
a:ea and also Sync/Durst lini ng 

• Two ssls ol video/audio inpuls and outputs 




■ Underscan -shrinks Ihe 
scanned area of Ihe picture J 
tubeappronmaieiyS% 
enabling the entire active 
piclure area to be dis- 
played Lets you detect 
iniiudmg cameras and 
mike booms 

■ SwitchatilE cfll-rji temperatures ot 65M'K (Pioadcasl standard) 
or 930Q*K {for pleasing pictjie). 

■ Built-in speaker and headphone lack 

■ Rack-mounlaole wilh optional flrVm brackets 



BT-S 1 360Y Olympic Demo Special! 

|We hare a limited slock ol BT-S1 360Y monitors thai raere used by Panasonic exclusively at ihe 1996 Olympics in 
Atlanta. Used only by Panasonic engineers in broadcasting the summer games, these monilois are like new. 

DeiTIO Special $599 ($ 400 less than our regular selling price on this monitur) 



SVO-2000 S-VHS Hi-Fi Editing VCR 



The SVa-2D00 is 3 po-Aertul. yet easy-to-use S-VHS Hi-Fi editing 
recorder. Two SVO-20CO's combined with the oplionat RM-250 Edit 
Controller lorm ^ HBt-itBCttfll CulS-orihy etlitmrj SySI&m - wilh asssm 
ble. video insert, audio dub and program editing 



* S-VHS format delf.ers 40Q lines of honrontal resoiufKW and COfl- 
Sistenl, cli*ar ini,ige rtpiodnclion (Or superior ed ting lesulls 

* Adaptive Piclure Contra! (APCj lor optimum piciute In record 
mode. APC auiomanoily tests an inserted tape and checks Ihe 
coiirjit:Dn cl the video heads. It then adiusts me recording circuit- 
ry to capture clear and cusp images In playback , APC automati- 
cally sets the ideal ba an:e of picture sharpness and clan?/. 

* Hi-FI stereo recording system nas a wide frequency response ot 
20Hz to 2DkHz and a superb 90dB dynamic range, and individual 
recording level ccntrcls tor the Lett and right channels. 




• The SVQ-2QO0 has a Control-Edit 5-pin remote terminal tnat 
allows n to tie controlled externaty Connects directly to the 
optional RM-250 tor easy setup 

• Crjntial-S input and output termmats allow tv.O 5VO-20OOi 10 De 
cannected tor synchro editmg-wnhoui use RH-250 

■ RU-250 also oilers prc^ram editing capability, which alKwi-s auto- 
matic sequential editing cl up to 20 pie-asstrjned scsnes. 



SVO-2100 S-VHS Editing Recorder 



Eicellenl Audio and Video 

* S-vliS Inrrmt provides excellent picture Quality and consis- 
tent, clear image reproduction for superior edit no; results 

• For.-ch-innif luato r^cqrdmg TwO-Channel Hi-Fi Steteowitha 
supertj 90dH dynamic ranrje and a wide frequency response ol 
20 H j lo 20 kHz Plus two editable longitudinal (normal) audio 
tracks. By using the AUDIO MONITOR selector, longitudinal 
audio or Hi-Fi aufro can be momtorad 

» Auto head cleaner removes tape residue preventing head clog- 
giorj and deter ioiaiirn of picture quality 
» Conbnuous auto repeat playback function. 

Playsatk and Recording Functions 

• By connecting multiple SVO-23 DO'S via the VIDEO IN connec- 
tor or THROUGH connector, they can strnultaneous record the 
same program 

* When Ihe Power On Recording or Power On Playfca:*. et set 

it automatical ly starts recording or playing back a program the 
moment the power is supplied from externally connected 
equi.prn.eni This allows unattended automatic VTR operation 
Accurate Editing and Remote Conlrol 
» Optional SVSK-1 i RS-232C Interface Board w.tti LTC lime- 
code reader and generatorj allows tn« SVO-2 100 to commu- 
mcate with enter rial equipment such as computers or Sony s 
FXE-100/120 edflmg system. 




■ When used with a computer, ihe system can be i<sed to create 
computer graphics, thanks to Bte SV0K-1O supoorifng ccm- 
manids fo Number Frame Record and Auto £diL 

■ When used with the FXE-l 00120, you have a cgsi eftectve 
frame-accurate (LTC timecode) editing system with full 
Assemble. Insert, Audio Split. A-roli. and A/B-iqII editing. 

■ The SVOj-2 1G0 can be operated with an optional foot switch. 
Retarding can he started or stopped from the entamai foot 
Bwtdl connected lo the Foot $11 jack of the SV0-2 100. 
During recording, the Rec Tally signal can be output from the 
Foot SW jack. The Rec Tally signal is useful when used with a 
mentor wrlfi Tally IN capabilrfy- 

■ Orjtional SVflM 100A or RM-V20G Remote Conlrol Unit allows 
remote control ol ihe- SVO-2100's e basic funoiore. 



JVC 



PROFESSIONAL 



SR-S365U S-VHS Recorder With RS-232 Control 




With nigh resolution S-VHS |og.shuttle search and built-in RS-232C 
interlace, the SR S365U is the toundation of an ahoroable pro edit- 
ing system Convenient functions such as trtsen/assembie editing 
and Random Assemble Edt^ng let you produce edled programs nghi 
away And since the 5R-S36SU is designed for use with the profes- 
sional RrVHi&OQLl Edit Contioller. putting together a high-perfor- 
mance editing system with all the benefits of precision CTL time code 
* S-VHS picture quality with 400 lines of horizontal resolution 
plus noise reduction circuity keep pictures clear and sharp 

■ With just the RM-683DU and a pair ot SR-S365L1 s you turn 
Ihx? most economical and productive time code editing sys- 
lem available Edit video independent of the audio, adding 
new audio later if Uesired For laster, more flexible editing. 
build a mixed system, using the powerful BR-SBOOU VCR 

my, you II get the benefits of CTL time code 

■ Two channels of Hi-Fi for dynamic, high-quality stereo sound 
and an editable monaural (normal) channel A new self dub- 
bing lunction allows you to copy the existing Hi-Fi track onto 
trif normal andiO track 




editing has never peer -.^ j- 

• i. :■ - :■--. :::-: :;■;■:::' ■:.:■._: . ...:/."-■ 
Code 5ystem records time code data on the control track fc-r last 
and cccurale access to any frame. Far superior to conirerrfoiiaf 
control track counters that lose reterertce when the tape is 
removed trom the machine CTL Time Code tan atso be post- 
striped wilhcul sacrificing trie audio track 

» Built-in RS232-C interlace so you can conned it directly to i PC. 

Compatible with the many RS-232C-based editing controllers 

available today. 
Other features 

* Flying erase head * Hi-Fi audio retording level controls & indicators 
■ Headphone connecter witn vrjiurry cantrol 

*Autom3Lc hear! Cleaner • Osgital hour meter indication 



VES-58 EDIT-DESK S-VHS Editing System 



BR-S500U Edit Player • BR-S800U Edit Becorder • RM-G800U Edit Controller | 



F3^!. HCWttl and professional editing is atlordabte Linked via JVC s propri- 
etary conlrol bus. these three units otter all ot the editing teaiures profession- 
als have come id expect. The VCRs feature a fast, heavy-duty tape drive and 
the built-in CTL (Control Track) time code provides unparalleled accuracy and 
flexibility Best ol alt the VCRs fealute an open architect me for easy system 
watobilit, supERB v|j)E0 pERFQRWmE 

Piclure improvement technologies like digital Y/C separation, chroma noise 
reducer, chroma aperture correction and a 3-lme cross-talk cancellation all 
combine to ottei outstanding image Quality, even when dubbing town multi- 
ple generations 

CONTROL TRACK TIME CODE SYSTEM 
JVCs CTL iConlrol Track] Time Code System records absolute tape address informalion (hrs- mm 1 sec: frames) on the ccntrol track, tor 
lasl and accurate access to any frame on ihe tape - far superior to cantrol track counters that loss reliance when the tape is rttnowd 
CTL Time Code can alsa be "post striped" during recording 
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FOUR-TRACK AUDIO 
Two Hi-Fi stereo channels with a wide frequency response and 

dynamic range cl BO dB and two linear tracks. The DR-SflOO's lin- 
eai tracks can be dubbed independent of each oihei and uf the 
video - ideal lor adding background music or sound effects Theie 
are 2 audio level meters, switcnabie between me H*fi and linear 
channels. Separate npLi and ouiput terminals are prnvidsd 



OPEN ARCHITECTURE 

Two plug-m extension slots on the reai panels of bolb VCfts 
accept oplional expansion boards. To bu«W a PC-based edit sys- 
tem, add Ihe SA-K27UA (RS-232C ) board To use wi!h R$-4??- 
based edit controllers, plug in the SA-K26U (RS-422) card. Other 
boards Include the SA-M50U QNfl board wilh time base statu \at, 
and iht SA-fi5CHJ VITCf'LTC time code ganeralor/readei. 



RM-G8O0U EDIT CONTROLLER 

■ Features automatic assemble and insert editing, audio Insert editing, as well as preview/review for cheeking edits before and after Edit- 
ing, and go to for dueci access to any edit point. A capstan bump lunchon & provided io assure greater edit consistency. 

■ Has two GPIs allowing automatic triggering ot special effects generators, switchers or audio mixers. 

■ 3-digil LEO counter indicales all edit, dala in eilhe r the TC or CTL mode. Swrlchable between player and recorder. 

■ Precise and responsive jog wheel makes it easy to locale any Irame and can also be used lo enter and trim edil points 

NEW! RM-G805U A/B ROLL EDIT CONTROLLER 



CORPORATE ACCOUNTS WELCOME 



Circle #227 
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PHOTO -VIDEO -PRO AUDIO 



THE PROFESSIONAL'S SOURCE FOR PHOTO, 

1 1 9 WEST 1 7TH STREET, NEW YORK, N.Y. 1001 1 On ihe Web: http://www.bhphotavidtTo.com 

cnD/MiM«rtii eav TO INQUIRE ABOUT YOUR ORDER: 

FOR ORDERS CALL: or FAX [2^ hours] : „ om r 7 ii „ , „„-, -,,-,„ 

at\/\ na^ nn*%n r»A/\ a«W st/s/\<i 800 221-5743*212 807-7479 

800-947-9938 800-947-9003 or fax 24 hours 

212-444-5038 212-444-5001 80 ° 947-2215 • 212 366-3738 



Panasonic 

WJ-MX50 Digital A/V Mixer 



»Four Input SMtatter and w$ tm sources can be rout- 
ed to the program busses 

■ Two-channel drglal frame synch ronifaticn permits 
spe aaJ eflecfs in each A/fl bus. 

■ Combination at 7 basic patterns and older effects cre- 
ates 267 wipe patrsfns 

■ External edit control input tor RS-232 or RS422 serai 
controls. Also has GPE input 

■ Wipe boundary eltects: sofuboidei [bold, eight back- 
ground colors available) 

■ Digital effects: strobe. still, mosaic, negative/ positive, 
paint, monochrome, strobe, trail, and AV Synchro 

> Beat-time cum pies £i on - entire sourta image is conv 
1 inside a wipe pattern 
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■ 'Scene Grabber' moves a patter 
upholding the mitulry 
Inrnmpd-in picture iiil-.'-.jnT, 

* Fade n.i'id tot cut 
video, audio titles 

: ii> or syn- 
chronously r.ij-rd 

* Oovm stream keyer 
with selectable sources irom 
character generatcr or eternal' camera. 

* Etghl rfWnOfleS IB instant recall of frequ-s-ntty usedelfects 

* 3 preset effects Include: Mosaic Mix. Posiiion Stream. CorkscreAi, 
Bounce, Fhp. Shutter, Vibrate, and Satellite 

* Audio mixing capability ol 5 sources wish 5 audio level adjustments 




In the past if you wanted to isolate selected objects in a video sequence Inr compositing with 
oilier video sequences you had two choices. Either you rented a studio and shot hired talent in 
front of a blue screen or you masked each individual frame by painting over the ares that you 
wa nted jo protect or cul out. Now wouldn't It be great it there was a tool that automated the 
process lor you— right Irom your desktop? 

AutoMedia AutoMasker 

The World's Only Automated Video-Object Masking Tool 

AutoMasker is the worlds or.ty automated s-rjti ..are Saul tjr Bdatntfl iii:aiiar. of 
«1ems and figures in 2 video dp. Using intelligent tools that qucMy rnaik the borrJer 
of an object in a key frame, AutoMasker determines the e*act border in subsequent 
frames even when hie object rs multi-colored changing its geometry of moving ever 
a OOtaftal and dynamic background. 

Using innovative break -Hi r Dug 11 technology, AutoMasXer enables automated masking, 
isolation, painting, extracting and Insertion ot selected objects inio video streams a: a 
fraction of TJTrt .cost incurred u$mg ihe ccn.-jntionial frame- by -frame painting metrwd 
Selected objects can be mccMied within AutoMasker or m combination .vitd otfw 
digital v.oeo specials effects or compositing sohVare AiitoVask.tr is very heebie and 

.e1 jtiout arty oLiUcim - SGI. Windows SS and NTJ It works wilh stan- 
dard frle lormals including TGA. BMP QuickTime and AVJ. Tr« toots are powerful 
enough to work, accurately, even on fields foi precise masking results 

* Greatly increases masking proOiictivrry 

* Automates masking of vid« objects even when they are mufti- 
:: -.--:■: :':■_.■ ;:" ;;;■ -: , j i 1 ■ . -;, ...r joJartu 
and dynamic backgrounds. 

* Easy object selection in first Irarne and exact oounoary tracing 
in subsequent frames 

+ Easy modification to object border and controlled anli-aiwsjng 

* Independent automatic object and background color effects 




* Simultaneous masking ot a number ct objects aid cbji 

holes 

• Create mask or colored output move, including option*] alpha 
channel 

■ Ccmparitjte with most file formats including tga VDA. O. 

VST, AVI RM, PCS. OCX 
Results can be used wttn most (hird-party applications 
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PINNACLE 



s * * t , « s GeniePuus 

Post-Production System on a Single PCI Card 

Based on Pinnacle's EMMY award-wftialno special effects technology. GeniePius is a complete desktop post- production system trial 
includes a 3-D DVE switcher, advanced character generator, last siill-siore and a dynamc paint system - at a price you can afford 
Equipped with an incredible array of features on a singl* PCI card, GeriiePlus lets you create your own stunning ettecis, including page 
turns, water ripples and spares with uncompromised A.T2 inl-arrat digital quality The tu El- function 3-D DVE provides ultra -smooth 
motion and no breakup (Relation) when pictures are sired or rotated You'll be able lo create exciting warp effects wilt) lighting, trails, 
shadows and norders faster and more easily Ihan ever before 
SwiteherJDVE: 

■ Designed to make your AB mil editing effortless. Hie GeniePlus 
switcher has two live inputs (wild buiit-m iBtHe synchronizers), tv<o 
futhcolor frame buffers for use as still-slot es, and burl-in malle and 
black generators. Internal linear keying allows multiple layers to be 
created in a single pass, and Pinnrtades unique Guile Wip«fl and 
Alpha Wipes create visually stunning effects. 

■ Over one hundred effects and transitions that can be customized to 
instantly add spark and style. These Include single-pass page turns 
warps, ripples, spheres, trails, shadows and a wide variety of borders. 
You also have control over lighting and virtually all the controls can be 
keyframed. Create incredible moves and even use keyframes to have 
an object Irack an element on your screen. 

• Full spectrum chroma keying with amazing qualify QucWy choose ihe 
exact color you want to key DUl 

* Add warp shapes to the foreground image and deliver hrgh end quality 
never before available at sucn a low price point New warp shapes 
inducing hourglass, hexagon, balloon, diamond, octajon. and bumps 

« Need a girnl to fkwl across the screen or title? How about a spot Sghl 
to enhance the scene? Maybe you need to darken all but a CSftUri pen 
ol the screen to pomt oat an element? They are all yojtswrth the new 
Manual Highlights cent m!i 



Paint: 

• Includes the same exKffert paint program that snips with Pir 
AJEadm. It worts at Dl resolution {720 1 466) and eorfes wnh toots 
optimized for video graphics. Includes a de-lltcker frltei and also lets 
you batch convert a sequence of graphics fifes from efferent lorrri'.s 
and scale therm for video use A puel interpolation algorithm 
smoothes the enlarged pixels and anti-aiiased tines. urtJtoul caiaing 
exfessive blurting. 

• Cursor is utvtsttie As i result, brush strokes took like jntmaticns and 
may be used for example to illustrate sports mom sfo-w an Mntrvy 
over a map or illustrate weather reports 

• A text buffer lets you use tent in a variety of ways Art/ lent available lo 
Windows can be used for Paint ana tsd may be scaled, rotated st: 
Effects like shadows and outlines are easriy applied and tnete are rwnj 
options for ins color ot tne rert 



Character Generator: 

■ GemePlus comes bundled wilh Inscribe! OB, Ihe stan- 
dard lor chaiaclei genaralion Inscribe) suppuils mulH- 
pip fonis (TritoType or PostScript), a gieat variety of 
lent styles, geometric utiiecls. various backgrounds, 
and different color combinations 

■ Styles include a combination ol settings su-zh as 
tm&oss. glow, shadow, cull-tie. gradient, and trans- 
parency 

■ import regular ASCII text Ujs Adiust teed lo the screen 
w«h automatic horizontal and vertical centering tools. 
Lines can be automatically abutteC. aligned lo the righl 
at teh, or placed anywhere on screen Logos can be 
imported and placed at will, and backgrounds can be 
comprised ot graphics tiles solid colors, gradients or 
live video 

■ Vanable speed toils and crawls are possible The pages 
jre set in Inscribe! .yid GtriePluS handles the smooth 
motion CG pages can be used directly from Inscribe) 
or saved to be used by the DVE Foreign language spe- 
cial characters are also avai^ibie 

Other Fe*tun»: 

*■ Compatible with Windows £6' and Wtndows VT d.D 

■ includes GPl control tor integrate with stand-atone 
editors And stnee most PC-based editing systems 
crter a direct interface to seamlessly control GensPluS. 
you'll can locus on your production, instead of your 
foots 

* Has connections for six video inputs— three composite 
and ihree S-Vrdeo — two ol whicfi may be switched at 
1 time (Accepts NTSG or PAL sgnaJsj S-VWeo and 
composite sources un be mixed There is also an 
external sync mpul with looothrough The be, rj 
processes video m hue tiojdcast quality conforming 
toCClRMI standards 



TURNKEY GENIEPLUS COMPUTER SYSTEM 

INCLUDES: • Pentium 166 MHz CPU ■ 220 VIM Hay Mmiower Cm • 3.5" Ropp/ Dtiw ■ 32 MB MM 

• 256K Cacte RAM • Damond SlsallhSJ 2MB 32*it VGA Display Card ■ Seagate MsSalist 2 .5 GB ICE Hard Dm 

- Cf e-ative Lahs Sound&laste; 16 Audio Card • Altec Uitsmg ACS-51 Amplified Computet SceahGi System 

■ Teac SX-Speed Internal EiDE CD-ROM Drive ■ Focus 2001 A Keyboard ■ Logitech ?-bullon Mouse • Windows 95 

- Princeton E01 5 High Resolution 1 5-inch Monitor plus— card and sottware inilallfllt $6796.00 



# Truevision 

TARGA1 000/2000 

PCI Video Capture Boards for Windows and Macintosh 



The TAFtGA 1 000 and 2000 are an easy and affordable y/j,. to liansloirn ycur n. mjotel 
a powerful digital editing system Along w.tn tneir n gh speed PC! interlace, both the 
TARGA 1000.2000 mcarporate ai! you need to create spectacular multimedia contenl They 
support NTSC and PAL standards and lei you capture, edit and playback lull-motion, lull- 
resolution digital video wftti fully synchronized CD-quality audio. Designed for high perTor- 
rnance PCs they deliver incredible processing speed lor video and audio etlects. Iitlmg and 
compasitirtg 

TARGA tOOO'2000 PCI tor Mac provides a flauola ■piug-andplay'' solution for video 
authoring. 3D animation and multimedia applications. Wotk on animation projects with 
sohware like Strata Studio Pro or Specular Inlmati-O and video or CD-ROM aulhornnj wftli 
Adobe Premiere and Afler Effeas 3.0. 




Advanced PVR (Digital Video Recording) Technology: 



The TARGA lOOft^OOO employ advanced Di/R lechnolocjy to 
deliver superior video perlDimance Unlike other systems lhat 
treat each Irame ot video as a block ol data lied to a specific 
order ot steps such as decamp ressron-resire -compress-wnte to 
disk. DVA writes an entire frame of uncompressed video to the 
huge onboard 20 MB RAM buffer ol Ifie TARGA 200Q (3 MB 
RAM buffer of the 1 GCO 

Tftis. is a "memory-centric" approach, in which af hoaro functions 
share access to the video butler. For example, a DSP [digital sig- 
nal processing) chip can scan for additional data, such as match- 
ing audio samples to video frames lo help maintain lip sync 
Transitions, filters effects anoVor resizing can aiss be applied 



while (tie unconiprassed tiame is in TAFtGA menwy the Una] 
[lutfiui is lliei compressed and written to disk Video daia only 
crosses the bus twee - holh nm:s in compressed form On olher 
systems, the video data path is kingei and more complicated 
Video crosses ihe bus-twee uncompressed and twice com- 
pressed 

The DVfl architecture can access information m lis memory buffet 
at a $peed ol 230M8 per second- Video run? only at 2 to 7 MB 
per second so the TARGA boards have all ihe lime needed to 
decide what to do with each frane And because uncompressed 
data B never sen! across the bus. bottlenecks that plague other 
systems are eliminated 



TARGA 1000/2000 Features: 



■ Record and playback video directly to/fiom. hard drive st M 
lieidS/sec -PAL. 60 tieWs/sec-NTSC Video is stored and 

. i I : act ai the highest resolution for each format (766 * 
S76 -PAL, MO x 480 -NTSC) Compression can be adjusted 
on the fly to optimce for image Quality and/or minimum stor- 
age space. 

> Audio is digitized at 44.1KHZ or 48KH.I sampling rates for 
professional quality stereo sound. Since all audio and vtdeo 
processing is done by on-board DSPs, you are ^^ red Bf 
perfectly Sryncbroneed sound and images. 



* Equrpoed wilh composite and S-vid-o inputs/outputs Also avail- 

i Lrctnenl mputoutpul iTARGA lOOXJ PRO) 

* fir rice* tiling separjit' sync irput lot WOttdftfl m 
pro'essiunal video suites 

* Optimized to work with Winsows NT-based software (Adobe 
Prem#re 4 2. in sync Speed Rinx MACH III! 

Macintosh v«r»ion only: 

* Video capture plug-in for Adobe Photoshop 

* QureVfeme 2.1 compatible, can be used directfy out of the bo* 
with many applications 



TARGA 2000 Additional Features: 



■ Accelerated Windows 3.1 1 and Windows NT 4 cisptry drrvers 

otter integrated. tnie-EOlnr iZa-btl], mn-interiated desktop up IQ 

1 152 x S70 piuls 
' View /our desktop and video-in-a-wrnOCA on your non-intei- 

ta:ed monitor while Ibe processed vtaeo is output at NTSC or 

PAL to a \ideo monilor andor a VCR 



* Provides a large worx area for displaymg video, i* ■ 

:n contmls Arty pan ot tbe display lot even lie 
whole imager can tie recorded to tape (vrdeo-outol-a-window) 

* Equipped with composite and S-video inputs 'outputs Also avail- 
able with component inpul/oulput I IARGA 20M PHOl 



TABGA 1000 for Windovrs or Macintosh PCI (specilyl 1499.00 

TARGA 10OO PRO iComponenl input/output) tor Windows or Macintosh PCI (specify] 1799.00 

TARGA 2000 for Windows or Macintosh PCI (Specify) 2899,01) 

TARGA 2000 PAD [Component Inpiirjiouipui) for Windows ot Macintosh PCI (specify) 9299.00 



TARGA and DPS Windows NT Turnkey Systems: 

• 220-watt. 5-bay midlowet case 

• PCI moUietboartl with 5T2K pipelined bursl cache 

• Penlium 166 MHz processor 

• Diamond Slcallh 3D 3400XL1 4MB VRAM PCI display card 
(Systems v/ilh in:sync Speed-Razor MACH 3.5 receive a 
9FX Molion 77 1 4MB VRAM PCI display card). 

• 32MB ol EDO (Extended Data Out) RAM (Premiere systems only) 

■ 64MB ot EDO RAM (Speed Razor systems only) 

• Quantum Fireball 2 5GB IDE system drive 

• Seagate (Barracuda) 4.2GB SCSI-3 Ultra Wide hard drive 

■ Adaptec AHA-2940UW Ultra Wide SCSI 3 controller card 

• MediaTRIX AuboTRIX Pro DSP-eouipped 16-bil audio card (lor DPS 
Perception systems only) 

• Teac CD-512e 12X EIDE internal CD-ROM drive • 3.5" (loppy drive 

• Allec-Lansing 300 1 three-piece deluxe speaker system 

• Princeton Ultra 17* ItiQh resolution 17-incli muttiscan rnomtor 

• Fdcus 2001 A keyboard « Microsott MS mouse • Windows NT 4 operating syslent software 




TARGA lODOJAdobe Premiere 4.2 $5995 

TARGA 1000 PRO Adobe Premiere 4 2 S5255 



TARGA 20D0; Adobe Premiere 4.2 S7795 

TARGA 20D0 PRO/ Adobe Premiere 4.2 S8195 



'PVfl-25W,.AD-2S0D wrAdoie Premiere 4.2 S6995 ■PVR-2500/AD-250J w/insynt SptedRaiPi S7995 

'PVR-2S00 System Notes- 1 ) Does not include Adaptec SCSI-2 conttollet card (has rjoOHn SCSI-2 podl 

2) Includes Seaaate Barracuda 4 2GB Narrow hard drive (doesn't iccepl Wide drives) 



Ezpansiaas anil Upgrades lot all Sfstems: 

Full Tower Case llO-bay) add 100.00 Super Tower Case (12-blyl add 2M.00 

Penliurn Pro 200 MHi processor (256K cache | and Pro molherboarLl add 75000 Wilh512Kc«he add1iN.nl 

Dvil Peitrum Pro 200 MHa processor (256K cactre each) and dual Pro motherboard add 7J40.D0 

Seagate Barracuda 91GB Ultra Narrow (lor DPSI add BOO. 00 Seacate Barracuda 9 >GB Ultra Wide drrve add 900.00 

PRE-STRIPED RAID ARRAYS FOR WINDOWS NT 

With Seagate SCSI-3 UEIra-Wide AV Hard Ddtntt, Adaplec SmgieiOual Channel SCSI Card. Eitemal Case. Cables and TrrTtunaler) 

t. 4GB Raid Anay (Single channel wilh two 4.2GB Ultra-Wide Drives) 2995. M 

18.2GB Raid Anay [Single channel with two 91GB Kara-Wide Drives) - 4995.00 

B.4GB Raid A/ray (Dual channel with two 4.2 GB Ultra-Wide Drives— one drive per channel) 3295.D0 

18 2GB Raid Array I Dual channel with two 9 1GB tlltra-Wide Dnwes— Ore drive per channel) 5295.00 

16.8GB Raid Airay iDual channel wtthtnur 42 Ultra-Wide Drures— two drives perchannelj 5695.60 



Minimum Shipping USA (Eicept AK * HI) 57.00. up lb 3 lbs. Aid 60c >>r each additional lb. Fbi llts. add 40c pet S100. 1997 BSH Photo - Video. Prices lie nalid sob|ecl lo supplier pttces. Hoi responsible lor lyporiraphicil errors. 



VIDEO and PRO AUDIO 



Announcing our relocation on September 2, X 997 
to a larger expanded facility at 420 Ninth Avenue 

(Between 33rd & 34th Streets) New York, N.Y. 1000 J 
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DIGITAL 

PVR-2500 'Perception 5 



PROCESSING 
SYSTEMS INC. 



Digital Video Recorder 

The Heart of an Advanced 
Digital Audio/Video Workstation 

Th; PVR-2500 otters powerful features lor awesome animation, uiuiphmg and 
mtoscoping capabilities With features like 720 x 430 resoiulion, 10-bil 2* (WW- 
sampled Wdeo encoding, belter ihan 05 scaling, component and S-Video out- 
pus, multi- processor support and integrated FAST SCSI-2 cnntroller, u empow- 
ers your computes to rival the tines? professional produciion studios 

* Tha PVR-2500 is a lull-length PCI card with a FAST SCSI-2 con- 
troller Because the SCSI controller ts integrated with ihe PVR- 
2500, wid-Hp data never has to go over the PCI bus during play- 
back. Thss avoids trie bottlenecks lound in systems whi;h use 
the computers hard drive tor video storage. 

■ Exclusive multi-formal virtue! tile system ensures complete Inte- 
gration wcl.h your application Any acquired video or com airier 
generated Perception widen clips appear ■sinnullarieously in many 
ctj-Tfe-r-ent tile formats including iTARGA. SGI, HMP arid IFF. 

* Compatible with Lightwave SO, Soltsmage, 3D Studio WAX and 
ethers. Perception also comes- bundled wiih DPS Locksiep soft- 
■.-.ire m provide signrficant control Over 3D Studio MAX 

■ 1 0-bit 2.x oversampled encoding lor 720 x -JB0 broadcast quality 
resolution. Dynamic range is in excess ot D1 scaling so images 
are brighter nave mere calo' and greater spatial lesduiicn man 
ever before. CompGneni, camps-sits and S-Vidr0 outputs are 
provided via the included breakout cables. 

AD-25DC Component Video Capture Card 
Cojpled with Ihe AD-25CKJ lire video capture daughter card the 
PVR-2500 tecomes a broad cast -quality d^tal disk lecoroe deirv- 
enng unsurpassed picture quality 

* Has component, composite *nd S-Video inputs tor real-time 
recording. Captured video can also be exported as sequeniial 
RGB tiles tor rotoscopwg, and other compositing applications 

* Sophisticated automatic entrap/ prediction circuit analyzes 
ircomin g video and dynamically calculates the optimum amount 
of compression on a fetd-By-fieta basis— even during realume 
recording You also have complete manual control over com- 
: -s- ::' 7.7 :." ", : .r:. ■ ,- 




* Runs under Windows hi! ■! Q c.-, , j /■ . .. " r en Man DEC 
Alpha or M'PS pruct^-E.^i^ PWCepUOfl UtfllSS NTs native sup- 
port lor mult'tas.kinu and multiple processors, allowing use with 
the most powerful computers 

* Perception performs realtime interpolation ot 30 fps video id 
?A fps iilm rales or vica versa. This means that it is also at 
home on tho Hollywood movie sei as well 

■ VCFI-iike c-cnltois on the Perception's GUI simplifies the task of 
batch digitizing and recording In this mode, the PVR-2500 can 
read SMPTE time code from the source deck. 

* Use with Windows NT compatible sound card while synchro- 
nisation ol audio and video is maintained by tie PVR software 

■ Use with third party editing software sjch as Adobe Premier or 
■n sync Speed Razor MACH 3 5 A system equipped with trie 
PVR-2500. AD-2500 tafllure card. 3 sound card, editing sort- 
ware 4 cue or more SCSI drives becomes a non- linear editor ot 
unpaialfed performance - at an unbeatable price. 

FX-2500 PartitptlDh Ellecls Accelerator 
The fX-2500 significantly reouces trie time required to render 
complex non-linear transitions Although n doesn t deliver real- 
time transitions, it significantly improves ine productivity of 
non-lmear editing systems by dramatically speeding up the ren- 
dering hme for many effects and transitions 

* With a stand-alone PVR-2500 a 30 frame dissolve can take 
minutes to render, even wjth the lastest PC. because the host 
CPU processes source iiames on a pUHqr-ptaei basis The 
F/X 2500 reduces the waiting to time to under 10 seconds 



SPARK 



Spark ls a DV editing system designed exclu- 
sively for use with DV camcorders and VCRs. An 
affordable direct DV editing solution, all you 
need 10 edit DV is a property equipped: computer 
and a DV camcorder. Digital audio and 1 video are 
transferred from your camcorder to your hard drive in real time, using the supplied 
FireWire cable Non-linear editing on the computer rs facilitated with a lull version ol 
Adobe Premiere 4 2 editing software which is optionally included Once content is 
edited simply transfer back to your DV camcorder using the bi-directional lire wire 
cable Since the video signal remains digital horn start to finish, there is no genera- 
tion loss for a finished product which rivals Betacam sp a i a traction ot the price' 

OV200QU "SPARK" DV Board...,. 599.95 

OV200n "SPARK - DV Board With Full Version Adobe Premier 4.2 B49.95 





SPEEI1I11 

IVTACH 3.5 

Digital Video Editor for Windows NT 

The ultimate digital video adding software. Speed-Razor MACH 3 5 Edits full screen 60 fields per second CClfl 601 Dioadcast 
quality video. Designed for the DPS PVR-2500 and Truevision s TARGA series video capture cards Speed-Razor MACH 3 5 is Hu 
fastest and most powerful tool for ed ting and composting video dips, animations, stills, music and sound effects 



Spsed-Razcr features tofkllte video, audio, transition and eftects 
tracks, and comes with Rarg-r 3tade s— transitions and e(l?cts to 
enhance your production Thefs ass presettumbles i.i ■■ . i d 
wipes which you can easily customize and save as new presets 
In addition, there are special image effects which are unquestion- 
ably the highest quality ol any system— analog or digital. Speed- 
Razor sports anti-atiased 30 DVEs. an intinle channel chroma 
ke>er and an eiceltent character genetator Use the included 
effects or transitions, layer them to create new ores, ntafce your 
DAn grayscale bitmaps to use as transitions, ot use 3rd patty 
plug-in effects— Ine flexibility is yours. 



There are two user dalinaiiso resoiuhoo mnues (thumbnail and 
(mat) to facilitate editing. The thumbnail mode allows you to use 
Srjeed Rajor n the Held on a laptop then iransler the project tile 
back at the edrl suite and automatic airy recapture and re-render 
ihe entire oro»ec1 at irnat resotulion 

R5>4Z2 contra! and batch rapture module a«ow ycu to automate 
video capture via SMPTE time code, so cigit..-mg video and audio 
js simple and painless In tact with ihe inrovatue "Virtual 
Editing" function you can actually edit your proiect. complete 
with effects and trans rhons— before you've digrtued a single 
frame of v>deo 



COMPOSITING: 

■ Infinite number of layers ol vdeo clips still and animations can 
be composrted tooeliher 

■ Handles any resolution from 3etacam (720 X 4B0) up to 
OmnimaJt him (4000 X 4000) 

- . : ; i zan foe. combined using an alpha channel, key color 
transparency still or lisviliivj mattes 
FILE FORMATS: 

■ Reads and writes AM tiles (created by OPS' PAR). PVD tiles 

i — ■ -;■ :■ DVM I -. : [HAGA10Q U & - ; "0i r.l WquW CW 
of TARGA files 

* Ccnwrt tiles between any of the following formats AN), PVD. 
DVM AVI. BMP. TGA, FLC. Hi, WAV 

* Protect-based Library fur organizing your work 

AUDIO: 

* Hendles audio up to DAT (48 kHzl quality 

* Infinite number of audio tracts for mullt-layer audio mung 



EFFECTS: 

* 8iur (circular, jaussian. last), tint, brightness adjustment chro- 
ma key. crop, displacement, emooss. Ireere Irame, glass tex- 
ture, greyscale. invert loop, matte, pueute, repeal fields, state. 
tramOMtncy, strooe. turn rtdVpht 

* 3D DVE |transiai*s and/or rotates an image m three dimensions 
onlheX, YandZajtrs) 

■ Sets a color channel to an assignable value) 

■ Titles (tun oOwn CD using any Window font In any color wilh 
automatic crop snadow) 

«5eb-pM renoertftg foiintred^fy Smocm motion 

* Effects can be applied to infinite source 
TRANSITIONS: 

* Includes over 1 00 grayscale image Inauiiions, crossfades. lumi- 
nance tades tade to from oiack, fade tryfrom while, push, twirl, 
tv.ist m.DJ! tumbles flip. tuin. scale {700119) 

* Transitions can be applied between infinite inputs 



Insyac Speed flaior MACH 3.5 lor OPS PVfl-2500 and Truevision TARGA Series CALL 



N=wT=kI 



LfC-M^WAVE <Tj 



5.5 



3D Animation Software 



Explosive ideas thai lest the boundsnescf 30 sr-injlion deserve a 
program thai can males them in excitmg new ways, Creating 
worlds that no one's ever seen Creatures that fiave never walked 
the Earth. Special etterts. games, web sites - all creations that 

exist onl/ jn ypm mind U-itil nOW. 

Lightwave 3D gives you an easy way to create the most sophisti- 
cated 3D animation imaginable, with larmidable capabilities trom 
an incredioty powertul. professional animation system lis intu- 
itive, complete, easy-to-use layout and modeling system delivers 
the ultimate in creative control, not to mention flexibility - the likes 
of mfhrctl wwSrB never seen. And unparalleled leatuies lor model- 
ing, surfacing, hgnting ana animating are right at your Tmgerlipa. 
LighlWsve 3D packs a wallop of a punch Rayt racing, motion 
blur, rVl eta Marion, inverse kinematics (IK), Buries, field render- 
ing lens flares, comporting -they re all here L ghtWave 30$ 
OpenGL and Quickdiaw 3D support mean you can see your 
creations In realtime. 

What s moie Newtek in proved LighlWavB 3D's aili-aliasing 
qualily hy 300 peicenl over earlier versions they also miprD'jerl 
the accuracy ot I ri. and increased speed by 500 percent Its robust 

Open GL Support 

• CperiGL or QusckOrav.SD supports real-lime shaded views and displays many surface attributes Preview objects as solid or see- 
through wire frames in the OpenGL preview window 

MitjNURBS 

* High-speed meta modedng tor mind-boggling creations. 
Lightwaves wDqiH k'etaNURBS is an elegant and easy way to 
model objects by transforming polygonal models to NUPBS sur- 
faces in real time- WetaMURBS delivers incredible detail and 
facility, so you can create smooth organic objects even 
though tns model is actually based on polygonal geometry 
Modeler lets you switch seamlessly between polygonal morJehng 
and the organic power ol Ti JflBS for the best ot train worlds 

> Dragnet and Smooth Scale - designed trj help you work wrth 
organic models Both are especialry great for MetaNURBS 
objects. Plus the new extender plug-m gives you added control 
over the objects you create with MetaNURBS 

* Also incorporates traditiorul spline -based rnodekno toots 
(Breser and hand drawn curves auTomalicaily converted to poty- 
gon surfaces) The sp me modeler lets you create any shape you 
can dream up in incredible detail and lets you endlessly modify 
your creations- there's nothing you can 1 create. 

Boolean Toots 

• Boolean tools to cut, slice and combine objects With 
_ j-_.'.i.L_- an: n- '.z: r.--:» :=-e e :.;■■ -■-■ '^ -zzz =?,-. 
prwcipte is simple. Add Subtract. Intersect. Take simple primi- 
tives, like spheres or cubes, and create complex shapes quichiy 
a :. ■": t :;r . 



fi.3 r in* 'e:ture means you can choose feature options thai 
match the wj, ,vu wrk Aid it s exceptional mage Quality and 
throughput make Lightwave 30 ai ideal choice for special effects 
in television, iilm commercial work, web page development. 
ciaphu aits, video games, and education 
With a I ol Ttiis. it s no wondei you can Imd LightWav? 3D in mor 
Hallywood animation- suites than any other 3D program. 
Yet you can get all ot Lightwave 3D s great features and excep- 
tional performance lor -i pTfci '■?< more alfordahle than you 
dreamed possible. In fad. Lightwave 3D costs up to 75 percent 
less than comparable programs 
it s no use having a gteal program it you can t run it. So 
Lightwave 3D is available lor all of the most popular platforms' 
Windows 95, Windows NT. Power Macintosh, DEC Alpha, SQI re 
and Sun Microsystems 

Throw in over 40.000 loyal artists who share what they know, am 
you wont be able to wait 10 gel your hands on Lightwave 3D. 
Alter ail. by giving many 3D designers their stair and moving 
lliem Irrjm ttn' yarayu lu their own suecial alfecls companies 
Lightwave 3.0 has changed people's lives 



Other Features 
1 3DM : Support on PowerMac 

• M*taBall5 modeling plug-in « New MgL)Form2 plujhn 

• Surface editing directly in modeler 

• Graoilrtt tJt'&l Support siandarfl 

• Randomimion for bevel and array foots 

• Two way data sharing; between layout and modeter 

• Dramatically increased grephc redraw speed 

• Easy ID-use lasso style joorn 

• Hundreds of pofygon modeling tools, including extrude, lame 
bevel, mirror, clone, quantire, |>f!er and subdivide, 

« Postscript and TrueType font compatibility 
*.-..'■ 

• Work among ten difterenl layers 

• Multiple view options 

• Macios to automate complex functions 

• Multiple levels of undo and redo 
« tatMBtfc standards - design in metric. English 01 SI mrasjre- 

ment units 

• Mathematical functions tan be typed directly mt& numeric 
requesters 

• Translatw loaders/savers lor these formats 30 Studio, AuicCafl 
|DXFi and Ahas-Wavetront (OBJ 



Adobe After Effects 3.0 

Post-Production Tool for Compositing, Motion 
Graphics and Special Effects on the Macintosh 

After Effects combines a powerful interface with lngh-quai.ly output, givng yau the ability lo creale 
sophisticated mohon graphics c-n the desktop Produce on-air promos and bumpers, commercials 
and music videos animated titles and compie* special etlects— with the control. fieniblHty and sav- 
ings the Macintosh provides- 




Artel Boris Effects 2.2 

A soft-rare- based multichannel DVE generator complete with intralrame mlerpolation, matte manipula 
lion, and rnuii.ple keytrpnes. Boris Effects allows you to creale your own custom moves. &ons ships 
with a keyframe library cf over 150 customizable effects including cubes piciure-in picture, chroma key- 
ing, tilihrrsoti edges masks, filters and composing of unlimited hack ot video and graphics Ellecls 
can bE saved or used wi;h ditlerem video source clips Easily create 3D Hying logo etlects Irom PICT 
Tlf-r. t; im.jp Video lor Windows and QuickTime hies using an embedded, alpha channel. Qlher lealures 
include borders and drop shadows which can be cdorwed and made solt and translucent, control over 
camera position and light ssurce wrlh specular highlights Based on a plug-in architecture, Boris Is com- 
palibie and closely integrates into Adobe Premiere and Atier Effects, Media 1G0, Avid MCXpiess, In sync 
Speed Razor FAST VM-Studio Plus and D-Vision Online desktop non-linear editing syslams Once 
installed in your system, it appears In the tianuiori list and is easily accessed 'ion their transitions and 
fitters meou, it is net a background application and nD extra memory is required. 




Up to 65,0-QO tracks of vrdeo and giaptiics 
Blur and bevel filters. 

Full control of image stale (size), positioning, rjep'h and opacity. 
Kev* 3D effects with depth control to create cubes or stabs with 
up to 6 ditlerent videg$. picts or colors on each of Ihe 6 faces 
Full manipulation of pict files with alpha channels :o create logo 
Fly -by or Titling. Drop snadov.s wi|h variable positioning, opacity, 
softness, color ana distance 



* Mew camera and lighting track. Ajd keyframeabie specular and 
ambient light to your effect. 

> Mew cropping features with full softness control of the edges ana 

blend lor really smooth sott wipe type of ellects 
■ Variable prvot points tor unique rotation control 

* Uses SUb-pixel mtetpdlation, l«ld tendetinrj and anti-aliasing for 
clean and smooth of feels 

* Includes a free yeai ol upgrades and lull lech support* 



4-Chartnel Digital Audio Card for Windows 

The next generation in dgital audn for the desktop StudioCard is a premium-auality digital 
audio adapter with ar.a-ced Matures, studo-qjaiij specs and prolessionai cennectrans 
Unmatched m qualify ne^.&iliiy ana expand ah: it,-, if teatuies 4 tracks ot audio sound and real- 
lime digital mixing capability making it the ideal board tor musicians who want digital multitrack- 
mg and mixing on tneir PC or producers luokrng lot a versatile board lor post -production dgrlal 
audio editing and uncompiomised audio quality StudioCard ts Windows 95 plag and play compatible 
plus includes drivers lor Windows NT as well 
* Key ts StudraCard s amazing sound ts the rturnagt of a low noise 
analog 1 section and high quality AjD and DA converters A 
PCI based 32-bit memory mapped board, it delivers less than 
0.003% total harmonic distortion and 92dB dynamic range. Plus. 
a PLL-bflsed sample dock generator that can be locked to an 
assortment ol dock sources. 
■ incorporates a programmable 32-bl 40 MHz DSP and pio con- 
nections like 4 independent balanced analog l/Os (*4dtJu or -1 
dBV) and AE3-EBU or E/PDIF digital I'TJ It also offers a MIDI pott 
with deep buffers and time stamping No matter which type of 
equipment you have StudioCard will integrals into standard stu- 
dio enviionmenls 




•CompiTiole with film video or MIDI StjaoCard offers syncnio- 
nnaDcn via SMPTE. mtc worn and pi>-?- dxks and compcsite 
video. Plus, the StudioCard not oily reads SMPTE hmecode, but 
generites d as wen 

• Unique to the Anlex design is StudioCard s multiple adapter 
capab lity This means you can install multiple StudioCards in a 
smgle computer lor up to 16-track recording Stan with one 
StudioCard loday ■ add more SludioCards tomorrow Also 
included is an onboard SPx expansion connector tot plugging 
in optional daughtercards (or compression or enhanced DSP 
operations 



ALL ITEMS ARE COMPUTE WITH ALL ACCESSORIES AS SUPPLIED BY MANUFACTURER 
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DVS-Direct 1800-379-7267 



Your Direct Source for Desktop Video 



69 Beaver Dr. Suite 110 DuBois Pa 15801 
PH 814 371 5640 FAX 814 371 2033 

Utilizing State of the Art Ultra SCSI Technologies all of our Ultra SCSI Flyers Give You 

Ml to 20 percent Video Recording per Drive than non Lllra SCSI systems 

Metre reliable operation Cooler operation Quieter operation 

HQ 5 recording across the entire Drive 

All of our Systems are equipped with Newtek Certified OKM Video Drives for Maximum performance 



ADDA 



AND 



v4KKr7Pro 

knatrjircit Timeline EOL Edit CUI 



To Your Toaster System 



Reduce the time you spend editin» your videos in half by going non-linear. The Video Flyer gives you a broadcast 
quality online non-linear editing system at a price you can afford. Each system includes the Flyer board with version 
4.2 Software , A\ 8RPro Time Line Editing Interface, two or more Newtek certified Ultra SCSI video drives, 2 GB 
audio drive , Octopus cable, and external drive case with three cooling fans for extended drive life. Each system is 
fully assembled, tested, and installed. Order today and your receive a one hour Flyer tutorial on VMS tape at no 
additional charge. Each System is rated by online HQ5 capacity 



30 Minutes Online 



$7495 



60 Minutes Online 



$8495 



2.? Hours Online 



$11990 



\*********************************************************************r 
* Order your Fiver System todav and we will include the Video Toaster Fiver Tutorial Video « 
» and Joe Tracy's Flyer Mastery Guide Free ( Uimited Time Offer ) ^ 

\***************** ******************************* ****** ****** ^t*******y 



Video Toaster System 




. AMIGA 4000T 

• 50 MHZ 060 w 66 MB ram 
. 12 X SCSI CD Rom 

• 2 GB System Drive 

• Video Toaster w<usoftiv«w 

• LW 5.0 Upgrade 

• 1438 Monitor 



,\rir Mr.iinrr 



Vou can tease your 
Toaster / Flyer 

system lor Ion monlhlv 

Payments 

call fiir Details 



$5995 



Newtek Certified 
Video Drives 



Quantum 

CAMfnT fOB THE EXTIUOBDISAKV- 



^Seagate 

Call For 
Prices 




Exabyte 
Eliant820 

Only 

57596 

Backup your Projects in Half the 
time. The Eliant 820 is twice as 
fast as the 8505 8 MM drive . 
Includes 160M tape 7/14 GB 
Uncompressed /compressed 
capacity tape and Cleaning 
Cassette 



^Seagate 

23 GB Ultra SCSI 

90 Minutes 
continuous HQ 5 

$2995 


Joe Tracy's 

Flyer Mastery 
Guide 

Everything you ever wanted to 

know about the Flyer in this 

easy to use manual 

$59 


VOU CAN RECEIVE 

OUR BI-MONTHLY 

NEWSLETTER 
FILLED WITH 
GREAT DEALS 

CALL OR FAX US 
WITH YOUR 

ADDRESS TODAY 


Hardware 

A4000 Tower $1995 

Cyberstorm 060 S699 

Cyberstrom SCSI2 Controller $149 

CyberVision 64 $269 

Video Toaster 4000 $ 2195 

Video Flyer w (2) 9 GB Atlas II $6945 

Personal TBC IV $799 

Personal V-SCOPE S7S9 

Little Magic Box $799 

Y/C plus $849 

12 X SCSI CDRom $159 

Octopus Cable $109 

Monitors 

Y/C plus 13" S399 

Y/C plus 20" S599 

AT 1438 „ „„c .„.»., S499 

HARDDRIVES & RAM 
CALL FOR PRICES 


AS I M WARE 

Audio Thunder 569 

CD FS 3.8 S69 

Master ISO S169 

MegageM 

AV8R PRO $299 

AV8R PRO+ S349 

AV8R Jog Wheel S289 

AV8R LANC $190 

AV8R RS 422 S129 


Newtek 

4.2 Upgrade CD S499 
Amiga LW 5.0 Upgrade S299 

Nova 

Image FX S229 

OZWare 

CoPilot Video $89 

CoPilot Audio S89 

Speed Zone $89 

FastFrames 2.0 S79 

Mulitcam Editor $139 


ProWave 

Render FX $125 
ProMix S89 

Visual Inspirations 

Control Tower $139 

Decision Maker S199 

Decision Maker LANCE $399 

Decision Maker RS 422 $399 

IF YOU NEED SOME- 
THING NOT LISTED 
PLEASE CALL 



■-■.-.■ Acare netfttpoowk wr(>pogf*|»reaI< 
-iik-n:- jJJ h ' -sjt;> u* \j| u*jrTaniie> tubfCtf i' mamifciunc* U 
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Order Toil-Free (US &C 

800-220- 

Information & 

212-63 



Customer Service: 

12-633-6807 . 

24 Hour Fax Line: ', 

-633-7717 J 

E-Mail: t 

state@nyct.net I 
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Desktop Video • Hardware • Software • Drives • Boards • Monitors • Printers 



AMIGA 

Software 

AsimCDFS 58.95 

Zip/Ja: Tools 38.95 

Page Stream 3 I 224.95 

Cross Mot 66.95 

Termite 4195 

Scala MM300 164.95 

Scala MM40O Upgrade 84.95 

AMI TCP/IP 4.1 39.95 

Image F,0C 2.G 229.95 

Epson Stylus Driver _ 38.95 

Directory Opus 5.0 CALL 

Cross Ops Pro 6.0 39.95 

G.P.Fax 67.95 

Word's Worth CALL 

Mastering ISO 130.95 

Studio Printer 2 1 . 94.95 

Quarterback.. . . 42.95 

Quarterback Tools 42.95 

Termite TCP 59.95 

l-Browse... - .42.95 

Peripherals & 

Hardware 

Cyber Vision 64 3D 4mb-.„, ,.28500 

Cyber Storm Power PC CALL 

Mega Mouse 26.95 

Amtrac 64.95 

DKB Mega Chip 198.95 

DKB Spitfire SCSI.... 89.95 

A-520 Video Adapter, 29.95 

Power Supply for all Amigas CALL 

AH Custom Amiga Chips CALL 

Cyber Storm MK-tl 789.95 

Keyboard for A-20W3000/4f)00 82.95 

High Density Floppies 

Internal/External 99.95/J29.95 






CALL 


IDEKMF90I7E 

IDEKMF9021E-. .„ 


699.95 

CALL 


View Sonic 17GS. .... 


CALL 

CALL 




.,_ CALL 




Digital Video 1 




'--' t~^MM 


Panasonic AG-EZJ — ... 


2699.95 
1B59.95 




129995 


JVC GR-DVM1 


1679.90 



SONY ^-*ij 





fr7ff.' Bonos CO w/Syslsm Purchase 

includes: Games, Utilities, fonts, 
Toaster FX's ISS9.S5 value) 

Basic 

• Amiga 40OO-T 
•01025ml!! -limb RAM 
•l7oio HD -4x CO-RDM 

• Toaster 4000 Version 4.2 

' A;nti;;i Trcll U3S 5 MimitQI 

Intermediate 

•Amiga 4000 -T 
•040 40 mil! •22mb RAM 
•ZtqigW •SxCD-ROM 

• Toaster 4000 Version 4.2 

• Amiga Tech 1438-S Monitor 

Advanced 

• Amiga 4000T 
'060 SO rnht • 34mb Ram 

•42 gig HO • Wx CO-ROM 

• Toaster 4000 Version 4.2 
•Amiga Tech 1438-S Monitor 



Software 



Ay BR 239.95 

AvBHPre CALL 

Render FX CALL 

FlyFX CALL 

Co-Pilot Audio 63.95 

Cu-Pilol Video B3.95 

Composite Sludio Pro 129.95 

Wipe Studio 129.95 

Alpha Paint 339.95 

Wave Maker 189.95 

Control Tower 1 34.95 

Naviosloi 82.95 

Airrjio Thunder In-Stock 

Pro Mix CALL 

Hardware 

Little Magic Box 729.95 

Sync Trap CALL 

Y/C* 792.95 

Y/C* Toaster Calibrator I (9.95 

□rive-In Case -389.95 

Octpuss Cable _ 99.95 

Drive-In A/V Pro CALL 

Sync Strainer - -46.95 



free Trial Issue of 'CLUB TOASTER' 

Basic 

* Video Fiver Version 42 

• Dtive-in Case • Octopus Cable 

•2— 4.3 gig Video HO 
•I- 1.3 gig Audio HO 

Advanced 

* Video Flyer Version 4.2 

* Drive-in Case AV9Bay 

* 1—9. 1 Gig + 43 gig Video HD's 

* Octupus Cable 

* I— 13 gig Audio HD 

Professional 

* Video Flyer Version 4.2 

* Drive-in Case AV 9 Say 

* 2— 9.0 gig Video HD 

* 1—1.3 gig Audio HD 

* Octupus Cable 




"'•ijz 

CD ROM's, 

Optical's 

& Hard Drives 

Iomega Jazz Cartridges 89.95 

Iomega i&u 1 gig External 459 95 

Iomega Zip 100 External 149.95 

Iomega Zip Cartridges I3pk| 49.95 

SyQuest EZ Flyer 230 259.95 

Exa-Byte 8700 LT 7-14 gig 739.95 

3-1/2 8 5-1/4 HD Cases 89.95 



■s-J-'l-'.-'.U-'.J 

Matrox Millenium II CALL 

Audio Trix Pro 234.95 

Adaptec 2940 UW 269.95 

Oxygen 202., CALL 

Oxygen 402 CALL 

Fast A/V Master 879.95 

Fire GL 1000 CALL 

Clean Sweep 3.0... CALL 

Windows NT 4.0 294.95 

Windows NT 40 Upgrade In-Stock 

Uninstaller CALL 



3-D Non-linear Systems 



Intel Pontiurn IBBmhx KtlVtX 

512f! £azhtyB4mo R&n Milliiom Jfltf 

Fsst SCSI Conljvl ZlgigHD SxCD-fhm 

IS B" Soji d tv/Speaktrs 

teyicsaftiS Mouse VMS 



C*0 

Intel Pentium ZQQmhr MMX 

25Wfteft*/tf»T*ftriTi 

Fvt GUrtN SCSI II C&>trot 42gs;HD 

*fCP-H*?i i$st Stunt 'nVSpaaiets 

•Oytturrf 6 Mat!*! NT *0 

CMP 

Carrera Computer System 

Dec Alpha 9 333atttr 

2mb racrttrfwmi Rut \.u&b Floppy 

2.1 S^ NO iKCDfiw 

MilSm/rt&lnyiSBrtScwrttCfrit 

Keyboard AMovs* M Towrr w?4Q0 Wfcrt floww 

Window NT ti) CD 



U-.W i .. .i'J./i,! 

World Construction Set 549.95 

3-D Stuc o Wax CALL 

Scala MM200 219.95 

Director GO CALL 

Power Surge CALL 

Pixel 3D 6295 

Photoshop 4.0 54495 

Gear CALL 

Fractal Design Painter .364.95 

Fractal Design Deiailer 299 95 

Mesh Paint „ ..,324.95 

Animator Studio Pro 439.95 

Sound Forge 4.0 294.95 

0e-8labefaer Pro CALL 

Poser 2.0 129.95 

Vista Pro 68.95 



cut 



Dec Alpha S 3GBmh* 

Imp cactwftttmt flam J44mb floppy 

4 2g<oHD esCP-Rom Mdhtaufll 4mb 

IG Bit Seund Card Hafhaatd B Monsa 

fvil Tower w/430 WPS. Window NT 4 .0 CD 




&r# 



Dec Alpha if 433mhr 

imh cache SN$/25$mb Ram I4tm0 floppy 

42gigr(0 8xCO-Rorr> F*fc Si Sntb D-ftam 

Btnb Y-Rsm Full lower t^400WPS 

Window fi7* BCD 
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Direct DV Editing 

Just install the DPS S&afi PmWi'e adapter in yaur 
PC of Power MAC. pi/g in pcu/r PV camcorder snd 
slitl editing Hritfc ft/ Ml wycm ptAdoba Premie/i. 
ItiitiaiSiSY. AttfyOdfunshtditinfroarpfoart/n, 
juST trips/nit ffrp 0V dsu Irtek ovsr the FkeWita W 
your camcQrtftr. prfserxing complete video and 
twd-Q txSQhty Etcfi DV capy is a pu'ltti owe of 
Iht -jnyrTttt toistaae 



Newt Lightwave 5.5 CAIL 

fiewi Lightwave 5.5 Upgrade CALL 

Plug-Ins & Add-Ons 

Logo Wuard 169.95 

Macro Form Intel 234.95 

Surface Effector 84.95 

Puppet Master 289.95 

Scene Machine 179.95 

WaveNetPro 309.95 

Lock & Kay 149,95 

Zipper CALL 

Impact 294.95 

Image Magic CALL 

Con Motion CALL 

Alpha/PowerMac versions available, 
cat! lot pricing 

Corporate Backgrounds 109.95 

Camelot Collection 1*9.95 

Plaid Companion...., 49.95 

Seel fire CALL 

Reel Explosion CALL 

Snap Maps 1 & II each 119.95 

Solar System Kit 89.95 

Surface Pro CD 68.95 

David's House CALL 

Ultimate 3D Objects 129.95 

Accuris: 18 Perfect People 229.95 

Accuris Lightwave Translator 28.95 

Light Rom M 41.95 

D.E.MRom CALL 

Multi-Media Backdrops 39.95 

Interior Design CD 134.95 

DIGITAL 

Processing Systems 




DPStbcIV 

DPSV-Scope 

OPS Remote, 



,794.95 

78995 

232.95 

DPS Perception 1539.95 

DPS Perception w/Live Capture ...CALL 

0PSA4V 1199.95 

OPS Live Capture 824.95 

OPS F/X Card , 825.00 

DPS Spark CALL 



DPSHollywwod CALL 




. The (My Vidts Wnw iwfMliB iW-ly to cut to Itl filial 
. the CiKiy Videa f*ror »Wft him* layefrJ 

• The ONLY VklM tew *tKli reww -VIHTUK iOlt- 

nvtn -TfwiMrvwwfitovwtf 'Ainosomtts'i 

• Tte QM LIAdFW *rfl 7n» Om.*ktst430 OV£s> 
.OlCullKvOwiuli HTSCvPlLfcnmll 'HtMflttvpto 
ttXK t*COBp*rlmtipuli > B trO*rt tfra.flitr cm in Ufa* 

T«w' -fljHft Cm*l antSWVt&XOict Cwrtrol/ 

•Arcepnilw4p*ttrpti)OKsl ''MtdAuii tcnAbtyi 

'£Dlm[^onana9tl>oltlEltrto^tlm^ftlrt , »i*fl 

frwmnpl'iQ (AW'Jl***?* Susnttrr*»>vl 



Store & Mail Order Hours: 

Mon-Thars 9-6; Fri 9-2:30; 

Sun 10-5; Closed Sat 



GEJ 



l\!o Credit Card Surcharge 

Orders Processed Within 24 Hours 
Overnight Delivery Available 



BMJ«»ll(crtBM«(Cicir«n™F«*rl»'»HO.»«aJfwmill 4to»»Sn5tor 6>rt rXrvrn oopmntfcllfsli 4iMlrwilxifa<«ta«lr*»«r»»ttor^(r»nBta*»lil. «mf^ 




A ROUNDUP OF ONLINE RESOURCE SITES 



ASSEMBLED BY 
GEOFFREY WILLIAMS 

All sites were active at the time 

of this writing, but sites come and go 

with great frequency. 

Checkout the Surf Report Well site 

far direct links and updates for all of 

those areas. If you know a Web site 
that you think should be included in 

the Surf Report please email the URl 
to chp@cris.coni, 



www.newleli.tom, 

s is ttie plate to galui Hie latest feM 

news. LightWave 3D lutonals. updates, 

and otbei useful information. 



www.cris.com./- cbp/surf jeport.hlm 

Vou might iieI want Id type in these siles, so 

jump on ovsr lo my lisl to access, these sites 

online and use il lo point and click to sites you 

want la explore. 



www.sludinvisions.com/newlekniques 

litis is Joe [racy's HmMsiqiies Web site that 

contains news, information, updates, contests, 

and behind-the-scenes information pertinent lo 

hwkbitjws readers. 



rec.video.desktop.toasler 
comp.graphics.apps.lightwave 



MM NG L STS 



LightWave Mailing List: Join by emailing 
lislserv@lislsefv.ir;.aii;ona.edu and in tbe boay of 
Iha massaiiB type SUSSCEUSE IIGKIWAVE. 

Toaster/Flyer Mailing List: Join by emailing 
lislser»@|[stsefv,ie.Brifona,edu and in tbe body if 
the message type SUBSCRIBE 10A5IEB. 

mmmmmm 

By now you know thai Gateway 7MIII bas purchased 
the Amiga. Uere are some sites to gel moie informa- 
tion about this new attempt to breathe lile into tbe 
computer thai reloses to die: 

Amiga Report, ■mMiirng nrg/ar 
ar-gateway Settions/maio.HLML 
litis special issoe is devoted to Ibe acquisition ol 
Amiga [ethnologies hy Gateway 20011 II includes 
commentaty and news. 

Press Conference: 

www.cucuig.org/at/st97051E.btml 

A transcript ol the remarks by Petro lyschlschenko at 

tbe May 1 6 piess conference in London. 

Industry Council Open Amiga 
www.ioel.comj— cnlin/icoa/ 
A group ol Amiga developers and businesses that 
have come together to cieate tbaonels of clear com- 
munication with Gateway 2L10D and to encourage the 
opening up of Amiga technology. This site is a pood 
source ol information aooul what is really gome on 
and ho« il affects future development. 



The 3D Ring 

home page 
leads you off 

into a virtual 
tour of 3D art 

Web pages, ^^^7 




The Ultimate 

3D Links site 

is a well- 

arganiietf 

guide to all 

things 3D. 




■— / 



MEW LINKS OF INTERES 



Video Toaster Group: www.vgn.com./lvlg.hlml 

Ibis bas long heen a happening los Angeles-based 
loaster support group, and they linally have a pres- 
ence on the Internet. 

The Trading Zone: 

mvw.pacilicone.comitradei/amiga.html 
Nervous about not laving a backup Amiga to plog your 
toaster in if yoor Amiga fails? Here's a lisl si lolks who 
have Anitas and other related items for sale. 

Graphics Software Archive: 
wuarchive.wustl.edu/grapbics/graphics/ 
With categories ranging Irom astronomy graphics to 
3D packages, this archive helps you find almost any 
type of graphics software you might need, along with 
archived mailing lists and newsgroups, and frequently 



NewTekExpo 1931: www.newtekexpo.com. 
Here's the place lo gel all Ibe latest information on 

the upcoming N ewlek Expo 1 39/ . Il lealures the lat- 
est Expo news, exhibiting, award entry information, 
and schedule of events. Newtek Expo 1 53) is October 
1 9-22 at the Universal City Fi ilton, a block away Irom 
Universal Studios in California. 



LIGHTWAVE 30 SITES 



Ultimate 3D Links: www.3rilinks.com7 

II you aie looking for links to 3D sites, Ibis well-orga- 
nized site will guide yon to eiaclly what you are look- 
ing for in a huge co I action of fully described links, 
from utilities and textures to general information. 
Highly recommended. 

Plug-ins for LightWave: 
www.cadvision.cam./ewertbfl.W_Plugins.htrnl 

[his sile has almost a dozen freely downloadable 
original plug-ins written by Bryan Ewerl. 

Pnntari Productions: 

www.serv.net/pontari/lighlwavc/index.html 
Tbe makers of the Super Clow LightWave pfog-in ollet 
a collection ol several Iree original plug-ins. 

Paradigm Productions: 

www.2dimes.comy3d.htin 

A collection ol around 100 original downloadable 

LightWave objects as well as some tutorials. 



Pixel Systems: 

datausa cuni./pixelsys/plugins htm 

A greal collection of downloadable plug-in loaders 

and savers that give you improvement; ovei HUP 

Includes YUV. JPG, SGI, TIE PSD, RLA, larga, Pi, BMP 

Sun, Alias, Pict, PCX. and Dneon digital film lurmst. 

3D Ring Hume Page: 

www.geGcities.com/SoHo/Z934/3rJring.hlm 
A virtual lour of 3D ait Web pages, participants add 
their siles lo the 3D ring main page and then visitors 
can jump to the next and previous siles from their 
page. A good way to find other 3D artists and see 
what others are doing. 

# LigltWave Homepage: 
www.enj.digex.net/~rent/dak/lwirc 
Ibis is the official homepage forlRC's #LightWave 
for the discussion ol LightWave, related software, and 
tips. It includes participants' names with samples of 
theii work, their personal photos, and finks lo their 
home pages. 



REVISITED 



The Breakfast Club (Ryan C. Johnson): 
www.newrule.com/breaklast.html 
Ryan cortinuss lo keep this sile tmely with new infor- 
mation. LightWave tutorials, an article by Joe Tracy on 
linding information in vTU back issues, and lots of olber 
good stuff make this site well worth another visit. 

The Amiga Web Directory: www.cucug.urg/ 
amiga.btmf Ihis is still the hest place for massive 
amounts of timely Amiga information and news. 

Bmao's Graphics Tips and Tutorials 
(Breodeo Mecleary): 
www.geocitres.com/CapitnlHill/l979/ 
Brenden has added a nifty downloadable LightWave 
plug-in that be wrote lo help create anlialiased 
sprites lor games. 

LightWave 3D Internet Users Gallery 
(Chris Nelson): www.razors-edgc.curn/lw3d/ 

This site :anlioues lo offer a gallery for LightWave 
artists: nets the new address. 



WIPEQUTS 



Other than the Metamalion Tutorial and Imagination 
Systems, everyone from last issue is still online. 
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COLOR MONITORS FOR 
AMIGA COMPUTERS 

Y/C Plus® has teamed wilh Philips to offer a line of 
Color Monitors for the Amiga Computer. A six foot 
Amiga cable with 15.75 kHz. RGB is included at no 
charge. Additional Inputs tire Y/C (S- Video), 
Composite Video, Mono Audio and 181 channel tuner. 
The models available are YCP-13M 13". YCP-20M 
20". YCP-25M 25" and YCP-27M 27". Prices 
range from $439 to $899. Call for details or check our 
website at www.ycplus.com for complete details. 
These monitors are a perfect replacement for the 
Amiga 1084. 
Call for a dealer near you! 



310 SW 6th Ave., Topeb, KS 66603-3109 
800.586.1700 785.235.5014 FAX 785.235.3485 
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UGHTWAVE - ALL PLATFORMS 




O 

I 

B 
m 
o 



TOASTER/ 



a 



Amiga Service Center 



Voice: Hardware^ Software: 

(619) 589-9455 Phase V Power Up 
p_„. Graphic and 

/£1Q, 5SQ O 1ft Accelerator Cards, 
[ply) SOy-OZJU TB Cs and Genlocks 
Email: Lightwave plug-ins 

tlivel V @connectnot.com [W™*™ tUt ° ria ' S 
LAN & Internet sw 

JAZ & DAT 

removable media 

CD-Rom Writers 

A4000Tand A1200s 

Multi-platform 

networking 

23 GB drives 



The Lively 
Computer 

8314 Parkway Dr., 
La Mesa, CA 
91942 



«#» 



ALPHA RENDERING 
http://wvvw.hvorks.com/tlc/ 

NONLINEAR EDITING 
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Seamless ^ y 
Boned 
IKed \ 






for details go to: 

http://ourworld.co)ripuserve 

homepages/crestiine/ljfahuman.htm 

or call Crestline at: / 
1-909-338-1786 




TOP 10 TIP-OFFS 

YOU'RE NOT A GOOD 

ANIMATOR: 

bttipts Inn ttthc*a«t bant ton 
-HIMQER BUARDIAM!" kr Wiaia Uot<. 

lightta taitK/31 Huninsl *ll- 

NM@Hl.Ciri 

]i" ([HI EMpdtBI [[>! 'SI '?.! intal 

recGgnition «r an I : =l inlilli gem 

haitaie. yel il plots wlh tot It 

pa uf |(yi pii'f siiiii 
9 Ybu think 1NIIH LACtO tDSftAYS are 

Inllf juoiifli tain * Vidini'i 

Secret ttinlm 
B IN lrn,mt Diet sinnes in t*ur 



i:.; : ":_.'•,-!:.-.■■: ■(/;;( 

taSS'llSflBlJIlffiflfl. 

Man |tu desfi nan 3D ti|iili 

lliia tr.i) iicinia unlhin ]SE 

tali's 

fit appf| tteplei Iwtn naps la 

tajecls «iih Billpcpei parts. 

Totilasltu!lii«H'i}iiitJ(ila*ai 

la map full »i'.ti jim Cento ml 

Till ICE pains njalsui! tt 

nttrict ttlnisiia staliins fni 

tnaicastn; an) pnjisn isnBir* 

in; HUB awulns. 

Ytami tni tali It laqatsl lefei- 

tnte linais lit« part custinars. 

Ihey begin It tuisa m aitittl lalin 

languages, causing pi phone It 

tain. 

Dial "Iriple-tar-Uonei-Bacli" at- 

shitm gaaianlte >cj cam! up 

■tfitnptlrH >! Winn nil 

ilttittttunttiiiisMa 
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STUDIOS 



. dh,i, iM m tm wpuemoN SUPPLY St 9<M0 

11 123 SE 208th Street -Kent. WA 98031 
(206) 852-107.5 • Fax (206) 852-4729 

1-800-296-3342 

Finally... 

a Toaster dealer who knows what he's 

. ,. ■ , .. Ove" 21 years in broadcast video & audio 

talKing aOOUl ! industry (in-house production facility) 



Specializing in: 

Churches ■ Non Profits 
Schools • Studios • TV Stations 



Video Toaster 
Video Flyer 
Genie Plus 
Amiga Dealer 
MAC & PC dealer 
Training Tapes 
Aud.o & Video Oubs 
Blank Tape & Supplies 



Pitt a Slia of MANNA tit* ifsai giitiieJi 




MANNA 



system" 



Circle #235 





&%^Qs& 



for Commercials ;trnl Narratives. 

45 of the country's best voices arc 
Hvniliihlc :it Archer Productions! 

Vm direct by phone patch! 

\iuliii ilelivered im DAT or 
live via ISDN lines! 




rWncfions. Inr 

-800/^7-3203 
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Atlanta, Georgia 




Medial oo Blossnm 



WEPCEPVOt 



T 



vioifl I ICO ROCK 



nm 



Non-Linear Workstations 



ACS Computer & Video specializes in 
Non-Linear editing systems, sales, and 
support. Our technicians have been in 
the business for years and ha ve 
hands-on knowledge in all aspects of 
Amiga, MAC and PC-based editing 
systems. Media 100, Blossom & Flyer 
suites on premise and available for demo. 
TRY BEFORE YOU BUY! 



Video Toaste r Fiyer Sales & Service! 

Repairs and Upgrades 
on all Amiqas! 



Alt ^ompon&nts in stock and availtOle 
far axnhnnrif ' •■- inor Taastert; AvulHliln! 



ACS 



Computer & Video 

5344 Jimmy Carter Blvd. 
NORCROSS, GA 30093 



Ph: (770) 263-9190 
Fax: (770)263-7852 



Toll Free: 

1-800-962-4489 

(orders only) 
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Video logy, Inc. 



Serving the professional video and 

computer graphics marketplace. 
* 

Sales, service and support for: 

All Newtek 
All Amiga 

• 

Intel and Alpha 
Workstations 

Video Storage 

LET'S TALK! 

(800)411-3332 
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<ryi^ IS. Computers 
jt> & Video 

- — ~%i 818-760-4445 www.vgn.com 

11300 Hartland Street North Hollywood CA 91605 

N=wT=k 



iNCQRPQflJTED 




FLYER 



LIGHTWAVE 3D 

T.S, Computers has been 

addressing the needs of video 
professionals and animators for 
over fifteen years. We are a full- 
service dealer, and our 
professional staff looks forward 
to providing you with the tools 
you need to get the job done! 



AMIGA 




VIDEO RECORDER 




VIDEO 



Canada's Source and Proud of It ! 

Corrpiete Desktop Video Solutions 

Linear & Non-Linear 

3D Animation Software & Systems 

CD-ROM Mastering, Transfer to tape 

Lightwave 3D and Flyer authorized 

Sales Service Support Training 

VFX Video Inc. 

100-2088 No. 5 Road. Richmond, BC V6X 2T1 
TEL: |604] 244-3000 TOLL-FREE: 1-800-661-4007 
FAX: [604)244-3132 \^ ^ 

E-Mail: vtxvideo@vfx.com (A*' 1 ' 

Website: www.vfx.com 



I JVC 



PROFESSIONAL 



DIGITAL 







Newtek 
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VIDEO TOASTER & 
FLYER SYSTEMS 



BUY - SELL - TRADE 



New and Used 
AMIGA COMPUTERS 

Amiga Parts & 
Repairs 



Pinnacle Genie Plus 

& DPS PERCEPTION 

Packages 



Free video accessory 

catalog & bulk videotape 

price list (Includes Labels, 

Sleeves, and Cases) 

Call or Fax us with your list of 

items to sell, trade, or purchase 

Ph.(610)372-1010 

FAX (610)378-9606 
econnect@ptd.net 

ELECTRONIC CONNECTION 

635 Penn Ave. 

West Reading, PA 19611 



>ur 14th Year in Business! 
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SAY YOU SAW IT IN 

NEW TEKNIQUES 



9'SSe 



I 



Companies like to 
know where you 
heard about their 
product. So when 
asking for product 
information — or 
ordering a new 
product — tell them 
you saw it in 
New Tekniques. 



And whenever 

you're looking 

for the latest product 

information, turn to New Tekniques. 




iff M 



UGHTV*SE|D 

-Trai n i ng A va i I a b I e At- 




'II 



Register now for Animation Career 
Training Classes in Lightwave 3D 
in the San Francisco Bay Area! 

♦ Full Time Classes begin in Sept. '97 

♦ Part Time Corporate Training Now 

♦ Animation Resources, Sales & Service 




www.exchange3d.com 

3D EXCHANGE 

999 E. Stanley Blvd. 








NewTek 

AUIHOmZED 
TRAINING CENTiR 
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Inform ♦ Introduce ♦ Influence ♦ Instruct 




DLJSTTOfVl 

PRINTS 



Articles 

News Items 

Advertisements 



Reprints of New Tekniques articles, advertisements, 
news items or special announcements are available 
through Advanstar Marketing Services. Customized to 
meet your specific needs, reprints are highly effective 
when you use them to: 



♦ Develop sales and marketing handouts foi distribution 
at trade shows and consumer expos 

♦ Develop direct-mail campaigns 

♦ Provide product/service literature 

♦ Compile reference materials 

♦ Train and educate key personnel, new hires 

♦ Enhance press kits 

♦ Present information at conferences and seminars 




Mary Clark 

Advanstar Marketing Services 
800-822-6678 ♦ Fax:541-686-5731 
859 Willamette St. 
Eugene, OR 97401-6806 



USED AMIGA EQUIPMENT^ 
FOR SALE 

4000-040 desktop's S995 
PAR cards S595; TBC-IVs S475 
Toasters S525 up; Flyers S3095 
SunrizeAD516cardsS550 
3000's S350 up; 3000T-040 S949 
2000's/accelerators/tower kits 

BUY/SELL USED/NEW 

AMIGA SYSTEMS 

WE REPAIR ALL AMIGAS 

/fARD/)RIVERS CO. 

407-636-3393 greenl@iu.net 



Fill out the subscription card 
in this issue, or call 
800/346-0085 ext. 477 




rC*4'*« 



fi ttMEEESL 



ONE BUYOUT PRICE 



illotioiiCLI 

*Lx^\1aL t*xiu&t^nz L\h\&~iM 
STOCK FOOTAGE FOR LIGHTWAVE & 
THE VIDEO FLYER ON ONE CD-ROM 

SINGLE FRAMED FOR EASY USE AT 752x480 
20 JPEG SCENES INCLUDE: WATER. TRAFFIC. 
TIME LAPSE CLOUDS. NIAGARA FALLS & MORE! 

1 (716) 881-5215 

TO ORDER OR SEE OUR WEB SITE FOR 
EXAMPLES. REVIEW & ONLINE ORDERING 

e WWW.ACCADIA.COMS 
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in the 

NeuiTekniques 

CLASSIFIEDS 

FOR RATES AND 
INFORMATION. 



LUANNE RAO, 

(212)929-2116 



HANDS-ON 
TRAINING 

in beautiful West 
Central Florida 

Lightwave 3D (All levels) 
Lightwave 3D Character 
Animation 
Adobe Premiere 4.2 
(includes Photoshop 
techniques) 
Softimage 3D 



Make your next 
vacation PAY! 



• Classes taught by industry 
professionals 

• Limited class sizes 

■ Advance registration required 

• Group discounts available 

• On-site training also available 

For information, rates and dates - call, 
fax, or email: 

Computer Video Associates 

813.579.9200/813.579.4204 fax 
cvar« ix.netcom.com 
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Audition ALL our newest releases 
on one piping hot demo CD - FREE! 

"The Music Bakery is the only library 

I use or recommend, period. The quality 

of your work is so far above the oilier libraries 

that I've set them entirely aside." 

-Tom Yager, President, 

Yager Medio, Ft Woriti, TX 

Quality 

THE ML^C BAKERY 

"The Best Value in Higb-Quality Production Music" 

800-229-0313 

« ww.mn5icbnktTv.c0m 
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SAY YOU SAW IT IN 

ISlEWTEKNIQUES 

The must-read publication for 

Lightwave 3D and Video Toaster/Flyer 

users and dealers. 




MUSIC AND EFFECTS 

Your One-Stop Source! 



16 Libraries/148 CD's! 



Target Trax" - A NlWrfull smkc bodget library. 

Repro-File ' - 16 Ml length CD's of quality "no-needle 

drap"music. Lots of "Industrial" and much, much mm! 

MAX-ERC- 800 "most useable" real stereo sounds. 
* E-EFX "- Over 600 superb electronic effects. 
% Powertrax''-Pc«rMtherafor»AVfltoo£ Broadcast. 
S MAX TRAX' 1 - A fuU Dbrary of 5-7 mirajte selectnns. 
5! Super Themes '-Bigger than lire sound at a buy-out price. 

America's Trax '- Historical, period, patriotic. 

Digital Ditties' - The ultimate in multimedia music. 

Hot Spots ; - 402 Ms and JO's for radio, TV, multimedia. 
I Classic Tracks'"- Fulty orchestrated classical music. 
S We've Got The Spirit" - Motivational' image building. 
is? Sound Scapes "-Apanoraraaofrisualmusk. 
I Momentum"-t^qi«3tec)ieeisaod''jingies." 
s> Back Trax"- Music stytes of fte40's,50's&60 , s 
■ V-Trax'"-AllyMiacWistherBrrati». 



For a FREE Demo call: 

1 (800) HOT MUSIC 

1 (800) 468.6874 



1948 Riverside Drive • Los Angeles. CA 90039 
I (213) 666.7968 • http://www.cssmusic.com 
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ADVERTISERS 












COMPANY 


PG# 


CIRCLE # 


INTERNET ADDRESS 


TELEPHONE # 




3D Exchange 


77 


243 


www.gleep. com\3 d\excha nge .html 


5I0-37M500 




Accadia Electronic Art 


78 


248 


www.accadia.com 


716-881-52(5 




ACS Computer 


76 


239 


bruce@acsvideo. com 


770-263-9190 




Ami Gravity Products 


66-67 


226 


www.antigravity.com 


800-747-2848 




Archer Productions Inc 
Avatar Peripherals Inc. 


76 


236 
217 




800-897-3203 
888- GO-AVATAR 




33 


www.goavatar.com 




B & H Video 


68-69 


227 


www.bhphotovideo-com 


800-947-9938 




BSH Video 


70-71 


229 


www.bhphotovideo.com 


800-947-9938 




Blevins Enterprises Inc. 


50 


219 


http://bei.mo5cow.com 


800-205-5161 




Carrera Computers Inc, 


cv.3 


250 


www.carrera. com 


800-576-7472 




Cave. The 


57 


221 


http://users.southeast.net/~cave 


888-767-4884 




Computer Video Associates 


78 


245 


cva@ix.netcom.com 


813-579-9200 




Creative Support Services 


78 


247 


wwwxssmu5ic.com 


800-HOT-MUSIC 




Crestline Software 


75 


234 


http://ourworld.compuserve.com/ 
homepages/crestline/ lwohuman.htm 


909-338-1786 




DCG 


IS 


210 


www.dcginc.com 


603-42 1- i800 




Desktop Images 


II 


207 


www.desktopimages.com/desktop 


800-377-1039 




DeVine Computers 


62-63 


224 


www.devineinc.com 


302-738-9267 




Digital Video Direct 


61 


223 


www.dvdirect.com 


800-322-1261 




nVS DirPrt 


72 


230 




800-379-7267 
800-944-5520 




Dynamic Realities 


5 


204 


www.dynamic/realities.com 




Electronic Connection 


76 


241 




610-372-IOtO 

518-756-6850 




Event Horizon Studio 


43 


218 kkk 


www.tv3d.com 




Graphic Detail Inc. 


7 


205 


michael@tglou com 


800-265-4041 




HardDrivers Co. 


78 


— 


greenl@iu.net 


407-636-3393 




Immersion Corp. 


50 


220 


www.immerse.com 


800-893-1160 




Lively Computers 


75 


233 


tlively@connectnet.com 


619-589-9455 




Media Quest Studios 
MegageM Digital Media 


75 


235 




206-852-1074 
805-349-1104 




22 


213 


www. megage m . co m 




Music Bakery, The 


78 


246 


www. musicbakery.com 


972-414-0313 




NewTek Expo 


14-15 


209 


www.newtek.com 


800-331-5706 




NewTek, Inc. 


9 


206 


www.newtek.com 


800-843-8934 




NewTek, Inc. 


19 


211 


www.newtek.coni 


800-843-8934 




NewTek, Inc. 


29 


216 


www.newtek.com 


800-843-8934 




Nova Design, Inc. 


21 


212 


www.novadesign.com 


804-282-5868 




OZware 


23 


215 


ozware@aol.com 


360-805-0148 




ProWave 


cv.2-1 


202 


prowave@aol. com 


800-930-2646 




Questar 


22 


214 


www.questarproductions.com 


303-659-4028 




SnfeHarbor Computers 


64-65 


225 


www.sharbor.com 


414-548-8120 




Sun Microsystems 


cv.4 


200 


www.sun.com 


800-786-0404 




Surface Effectors 


57 


222 


www.noblestar. net/— prems/ p pp. html 


904-575-605 1 




T S Computers 


76 


240 


www.vgn.com 


818-760-4445 




Tri-State 


73 


231 


tscamvid@aol.com 


212-633-2290 




Unlimited Potential 


2 


203 


www.wavefilter.com 


800-PLUG-IN2 




VFX Video 


76 


238 


www.vfx.xom 


800-661-4007 




Videology 


76 


237 




800-411-3332 








XI Computer Corp. 


13 


208 


www.xicomputer.com 


800-432-0486 




Y/C Plus 


75 


232 


www.ycplus.com 


800-586-1700 
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Binary Arts 


Inc. 


56 


109 


www.metrografx.com 


(719)748-3972 


Dimension 


Technologies 


55 


104 


www.ncinter.net/-dhebel/ 


(814)838-2128 


Forest Moc 


m Productions 


56 


112 


www.forestmoon.com 


~ 


MegageM 




57 


114 


www.megagem.com 


(805)349-1104 


MSD 




56 


110 


www.msd-nyc.com 


(888)673-6921 
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The BochUsh Hits 

'CGI Sucks' 

This quaint little phrase has been spreading through 
Hollywood faster than Heidi Reiss' former employees. 
It seems as if there's a backlash against CGI these 
days and I've been scratching my head trying to figure out 
why. Here's an excerpt from an actual conversation between 
a veteran visual effects supervisor and a television producer: 



PROMM I've been thinking we 
should use models for the next 
episode. Do you really want to do 
it with CGI? 

FISUP: Why do you want to use mod- 
els? 

PRODUCER: Because models are so much 
better! You have so much more 
freedom to move the camera with 
models — it's a lot more dynamic. 

fl RIP: Actually, it's the other way 
around— you have much more 
freedom with the camera in com- 
puter graphics. 

PROWIfc Well, you know what I mean. 
1 just saw the special edition of Star 
Wars and it reminded me how 
much better models are than CGI! 

RSf: Actually, they re-did most of 
the model shots in that with com- 
puter graphics. 

PROCUGI [Long pause] Well, you 
know what I mean! 

Yes, I do know what you mean I 
finally figured it out! But to under- 
stand the uneducated thought 
process that leads to such a con- 



clusion, we must go back a few 
years and look at the history of 
visual effects. 

Ten years ago, in the heyday of 
models and motion control, special 
effects were a very, very expensive 
process. It took a lot of million-dol- 
lar machinery and a myriad of 
high-tech skills to produce even 
the most basic of shots. This meant 
that only a handful of companies 
were in the position to produce 
visual effects, resulting in a small 
community made up mostly of vet- 
eran artists. The "boy's club " was 
very small indeed, as few could 
gain access to the equipment 
needed to learn the trade. 

This meant that prices were 
high and the process time-con- 
suming — a combination that put 
special visual effects within the 
grasp of only the highest-budget 
movies and the highest-rated TV 
shows (read: 'Star Trek"). Even so- 
called low-budget special effects 
were relatively expensive, with the 
often laughable results simply not 
worth the high price. 



Quality control is the key 

In better CGL 



BY MDJD 



The result of all this was that 
only a small percentage of 
Hollywood's output included spe- 
cial effects. Of those pro]ects, the 
majority of them (maybe 75 pet- 
cent) could be classified as having 
•good* FX. So, out of 10 FX movies 
a year, you could count on seven of 
them being worth looking at. And, 
of the two or three effects series on 
the air, you could count on at least 
one of them getting good enough 
ratings to justify the cost of its pro- 
duction (read: "Star Ttek"). 

As a rule, audiences were gen- 
erally "only* treated to good spe- 
cial effects. Today, however, 
things have changed. 

The computer graphics revolu- 
tion (which started, more or less, 
with Foundation Imaging and 
"Babylon 5") heralded a new era of 
low-cost, high-quality visual 
effects. The equipment and man- 
power costs more than halved and 
the time of the production cycle 
also was cut to size. 

After Jurassic Park stomped 
through theaters, it was almost 
overnight that every FX company 
in Hollywood sprouted a CGI de- 
partment. In addition, a variety of 
new, smaller companies (many of 
them LightWave-based) started up 
to meet the demands of television, 
an industry that found itself sud- 
denly able to afford special effects. 



More FX-based movies and TV 
shows were being produced than 
ever, but with a significant differ- 
ence: quality control had gone 
down the toilet. 

What no one had seemed to 
realize is that all those dandy new 
workstations had to have a visual 
effects "artist* placed in front of 
it. Not button pushers, not pro- 
grammers, not computer enthusi- 
asts — but "artists.* 

Unfortunately, Hollywood sim- 
ply couldn't come up with a whole 
lot of 10-year veterans for a two- 
year old industry. There wasn't 
the time yet for a whole lot of peo- 
ple to get good at it! 

So, they put whoever could 
score well at Super Mario Brothers 
in front of the machines and 
hoped for the best. 

What they got was, well, not 
the best. Out of, say, 25 FX movies 
maybe 15 are worth their salt and 
as for the dozen or so new FX- 
laden TV series, I think you can 
count the number of them that 
even "recognize* quality on one 
hand. 

So where does this leave us? 
With the public being exposed to 
more *bad* special effects than 
ever before. Of course, not know- 
ing any better, they assume that 
it's this new CGI thing that's to 
blame, so they throw the baby out 
with the bath water and computer 
graphics start to get a bad rep. 

Of course, *we* know that this 
isn't true. "We* knew all along 
that it's the artist, not that 
machine (or even the software) 
that makes good visual effects. 

So please, y'all — bone up on 
LightWave and get yer asses out 
here before 1 have to tell yet 
another person what CGI 'really* 
stands for: Can't Grasp It. 

Mojo is an animator with Foundation 
Imaging and will be master of cere- 
monies at the first NewTek CREATE 
Awards at NewTek Expo 1997. 
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$4,995 you 



can own a 



5 M h z 



workstation that 



BLOWS AWAY 



any competing 



• : ;"!$3«r 



rendering solution. 
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Carrera Computers, the leading supplier of Alpha based workstations for Hollywood digital 
artists and animators, raises the price performance standard. The Carrera Cobra 500 



harnesses the power of the 21164 Alpha microprocessor, with its four instruction, super scalar design 

{with 2 BILLION INSTRLiCTiONS PB3 SECOND, yes 2 BIPS!] and synchronous pipeline 9ns cache, hi addition, you get 64 

Megs of 25Bfcit RAM with over 1GB/sec. of memory bandwith, 1 2 speed CD-ROM, a 64-bit PC! Video Accelerator with 

2 Megs of RAM and 2 Gigs of disk. The Carrera Cobra 500 is backed by a two year factory warranty. Starting with 

S D BI!fp92 over 1000, the Cobra 500 shreds through complex images in minutes or seconds. MGre power, more vaiue 

and more flexibility. In a world where time is money, Carrera can save you both! 

Circle #250 



Carrera Computers, Inc. 23181 Verdugo Drive Building 100, Laguna Hills, CA 92563 

1 -800-576-RISC http://www.carrera.com 714-707-5051 
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UMMA IS A BELLA 



ARE YOU TREBLE 



REBEL REBEL 



ON THE DOUBLE 



TO SOME TROUBLE 



The headline makes absolutely no sense. Neither does buying NT PCs for mission critical, complex 

applications. Especially when the new Sun Ultra'" 30 workstation performs compute-intensive chip simulation and 

3D graphics with a speed and accuracy never before seen. Ultra 30's breakaway technology allows your departments 

to simultaneously network, collaborate, access data, design, and print faster than ever before. (Check specs 

below and then come back here, please.) For more information, visit us at www.sun.com/q-md 




Sun Ultra 30 

300Mhz RISC processor. 

The industry's first dedicated 66Mhz PCI bus for faster networking and I/O throughput. 

Double the floating point performance of any PC workstation for intense graphics and simulation computations. 

2MB cache per processor for faster performance (the fastest NT PCs only have ,5MB cache memory per processor), 

Sun system's bus architecture with 1 6CB/sec throughput, three times faster than 528MB/sec NT PC throughput. 

Accommodates two 24" wide-screen, high-resolution monitors (NT PCs can't handle one). 
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